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Foreword 


ἅμ. we decided to make Dungeon Master Il, we faced quite ἃ challenge. Dungeon 


‘Master was ἃ grour-breaking game with huge following. Οὐ challenge was to crate a game 
that belonged in the same line, iv up ἐν all the best quits of Dungeon Master and somehow 
‘was even beter 

“Te fist and most important step ἐν ths process was lo maximize on our srongest resource, our 
players. stead of tying to design Dungeon Master in a vacuum, we ll the players guide us. We 
contacted them, atk to them lurked on messageboards and saw wh ou players ik the best 
an the las about Dungeon Mase 

Aner ting Feeback tld ust concentrate on was fo create the bes puzesolving venti 
possible Instead of a sripted path, we create a wort. And inthis world more than one ath tothe 
final yoo exits, Theres ἃ et pier the adventurer mst ake. tea, you solve the puzles in 
the most erative manner you can. You choose your ow pth to the gout 

‘We tried to make the interface ever more intuitive. No one wants o ὃς τυδεὶν jerked back o reality 
because the command sructre sso cunky tht you have to concentrate more on your cursor than 
an playing the sume. Nothing should detract fom the game experience. 

Finally we took our time. In tx’ world there fs ἃ great pressure to rush a game to market, 
Dungeon Master fans deserved every ounce of time and creative energy we had. Ana that is what 
‘we give them. We tok al the time we needed to produce a product that was well thought out, ce- 
atively rich and exhaustively play tested. We hope thal you find as much jy in playing Dungeon 
‘Master I as we id in making it 


Interplay Productions. 


Introduction 


F.. ‘The young her. Tomam, by name, are you nol? Barkeep, another round for my young 
frend My rane is Alton the semi-wise son of Alan the fay clumsy and not to be confused 
wth my brother Alten the extemety dim. There. now. With al that ut ofthe way — would you 
‘mind paying the barkep, my changepurse seems tobe tangled in my robe— 1 guess you ae asking 
_yoursell who shi old man, and what i he doing at my table when Iam rsing and ginding for 
my coming battle? 

‘Wel, my fre let me tell you lucky i stat we should meet em this dak ane evil night, My 
‘world was attacked by Dragoh in much the same manner as yours. Yes the evil one activated a 
«mensional portal and came through with his hows, overuning our prosperous land. 

‘Anda sid thing it was. ΑἹ fist we thought it might be busines as usual, you know: new 
demonic despet same old nightlife. But nay. He performed all manner αἵ despicable ats — king 
‘off most of the srs, runing the environment. When the pubs were retried to minor demons ony, 
new it was ime fo go 

Hence! began to ook fora way to anew land wire the pubs were — tt, uh, go out and 
‘war the next dimension along the portal pathway about the evil danger. Ys, tha’ if to warn you. 

So | went tothe great trary at Swann, where {poured though the stacks day and night, until 
finally | happened to finda dusty. ancent tome dep inthe dares subvaul οἤ the great under 
round storage calacorbs: And my hand shook as Ife the great book to the light, fox, with my 
‘mystical aura, I knew even before α oamined it tha this was the right manuscript 

Examining it inthe Rckering glow of my lamp, I confirmed that this indeed was the book 
sought, Foon the spine i said, “Traveling The Dimensions For Fun And Profi: A Second Rate 
Sorere’s Guide.” 
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‘Upon finding this rime, I wasted πο time. Rapidly my mind memorized the spel of traveling 
therein | grabbed my notes fom our sir unsacessful atom to op Dragoth, my drawings of 
‘the maps of the realm, and various magikly inscribed pictures. Then I carved the mystic runs of the 
Iransporiaton spel: HEIS, IN. and BERG. Ina flash of ight and smoke, [ound myself her. 

‘Wait Don't dismiss me as 2 crank γαῖ for know many things you wil need tobe aware of on 
_yurpertous mission. You heres ae all he same, wanting fo un out an lop somethings head Οἱ 
‘without due preparation. 

"Your world and mine are the same. Same fobilng casein the cee οἱ eveything, same 
sleping vaults, same magick fr spel. sume sightly thick heres. And was thee when Dragoth 
first strc aetvating my werlds Zo Link. | was one ofthe fist awakened fo help defeat him. 

Ble you wouldn't have thought that now, would you! But you didn't know mei my 
_younger days, Ab, yes. uit the impressive sorcerer | was in my time, fm aw, seat flowing res 
will those stars and moons tha he gil makes us wea piecing eyes. Yes the hero wh led our 
quest Tan, came to my sleeping chamber and sad right of ther’ the sorcerer for me 

Wel am sure he elt hat way presse thas. 

‘Anyway, the point is that Las in his pty. And we went the distance now every nook 
and cranny of the caste and surrounding lands ane how to gett ther. | mean we had that sight 
problem there atthe end. Didh't gute kil Dragoth when push came to shove, but we got an“ for 
sflrt. Did quite well think αἱ things considered. Excep for that ast it where, ina heroic and 
aaa fashion. wel we fed 

But Ifyou jst gtve me a mina of your time here — Rrkeep, anther round for my young 
fiend, he loks psitvely prcsd — I think can tell you everything you wil ne fo know. 

Frist wil ll you of eases and partis and fighting and al the things you ned to know to ge 
‘out of the sleeping chambers. And I can also impart the wisdom of sels andthe various items you 
‘wl ind around the kingdom, And ther are the maps I ew of the entre real, Fnsly wl tell 
you the al of our adventures and how we found he way out of each area ofthe realm unt finaly 
‘we came face to fae with Pragoth himself and in a blaze of heroic glory, well, we got mauled 

Butt willbe long and anioustling. and | am sure we wil get thinly alan the way Barksep! 


‘THROUGHOUT THe YOUNG, NOTES THAT APPEAA UNE TS TEXT ARE OFRECTmmSTRUCTIONS 
τὸ TWE PLAYER. Tas IS RESERVED FOR KEYBORRO CoHmAAND O4TA OR StaTSTICS 

ABOUT FORMATION TWAT MAY BE NEEDED BY THE PLAVER OMECTY, = 

‘AS OPPOSED τὸ INFORMATION THAT MAY BE ASSOMLATED BY THER ALTER E50, TORRAM, 


TSO REALE THT THERE ARE THOSE HEROES WTIOVE THE CONCENTRATION REQUIRED τὸ FOLLOW 
Fore trie wan att es pore 
νυρεπεταμριας TS WL EMPLASE CERTAM CATAL STRUCDONS WT MOT δίκα τὸ 
‘MAKE SURE HE PONT BOESAT GET OVERLOOKED μὲ EY BLT AD PERCEPTN TALE, 


The Adventurers 


᾿ΕΝ {remember 
‘when Tanic frst awoke me and tld me of our great mission. How the fie bole in my blod. 
Well maybe Iwas. bit hesitant thereat fist. Who wouldn't bet Fighting an intedmensional 
demon ist eactl something one just jumps right into mow sit 

‘Asa mater of fat rather dstinty remember | was rying to duck out the side door to ind a 
frend pub when Tanc grabbed me bythe cowl and dragged me back in. | explained to hi that | 
‘was merely going to fortify myself for our coming bite and to think ut a plan of attack. He 
scovsed ad alluded to how he needed my help in selecting our fellow adventurers, Then he bolle 
the door 

‘Yes, and that was when the fire rse up in my blood. Yes itd. Read to kl forthe cause. 

But there i ally uit a bit involved in understanding how to build a pat, and we dh take 
the ime to do it right. Personally hink that was a major prt ο our grand and heroic ex moshing: 
bul personne! selection. 

But the tale of our woe i ἃ lng one, and you wal have tne to hear it al legth befor the 
night is out. ist of al. we need to deal withthe mate of asses. 
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βπρύσασανοοςς--------------------- . .ὕὕὦ 
Classes 


ach adventurer stats with acelin amount of sil μη atleast ane of the four classes 


Sighter 
Fighters are your basic hack and slash infty ofthe realm. While atthe tar of things Fighting i 
4 preity fundamental activity ὡς fighters progress they acquire more attack forms. For example. an 
«aca swing and chop as besc attack functions. But around Cratsman lve a fighter gets. hid 
‘option: mele. 

‘Male the nasty busines of stepping in and doing al those brut, fghting rks fo the 
cpponent. And, as result can do heinous damage. Meloe is slower than sing and chop, but 
les such a great del of damage tha iis well worth the extra time. 


Ninja 
‘Ninjas are stealthy filers. They athe masters who fie miss and tow things at people, 
"Ninjas ar also able to fight wih operand attacks. Wie οἱ fist open-hand alas don't 

ho too much, at ater stges of development an open-hand fighle an be a frmiable opponent. 
(One major advantage ofthis atack form is speed. The open-an fighter his more quickly 
tha any weapon. 


Priest 

Priests are spelcastes who specialize in the wimpy type sel. You low, ling, shila the 
ke, However the more powerful priest spel have a minimum sil requirement and cannot be 
«ast sucesflly a lower levels even with a great del of mana. The ey to solving this problem is 
to ge plenty of practice with weaker spells before moving to the more powerful incaatins. 


Wizard 

‘Wiaads are the finest and highest class to ever walk the plane. As a malter ofa fact there isa 
sine! post that our lass was create bythe higher power ofthe universe just i cul 
show up the resto the cases. (But there are those who say I might be biased) Wan operate 
‘unde the same general rues and sil restraints as Priests. However. ur spells such as combat 
and door opening tend to be more direct useful toa party: Wizards and Priests both mus! be pro- 
{ected early in ther development to ensure they can grow int their fll potential, But more about 
that later 


Ghapter 1: Tye Aoventurers 
Level Titles 
“There sarang files tht elle! heel fail in heparin dass. Tey rors as flows 


‘As the character progresses in a clas, the abilities associated with that class increase. Fighters 
receive more fighting options, Ninjas gain speed, and Magick users become mare adept a casing 
powerful spells 


Tala 
ine ἐς elas 


Saving an adventurer saistis while the adventure isin the stasis chamber can give you ἃ rough ea 
cof how quickly those numbers wal rise. Heroes wih low numbers in some satis wil tend to tay 
Tower in those areas throughout the game, as compared o those with higher tatstis, which reflect 
‘moe natural talent ina given area. Those with high rumbers wil ἥδε ina skill more quickly an easly. 

But do not forget that skills are exible. The more a particular ability is used, the more it will 
increase, even ifan adventurer starts with alow score. Thus, everyone in a party will have the 
chanee to improve ther abilities atleast somewhat in each area. 
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The minor tome of wisdom from the wizard Interplay already explains the various statisies and 
‘hal they effect in detail, However it might be good fo restate that speed and dexterily are the 
[important sass for Fighters and Ninjas. Wisdom and Mana are the mos critical tats for 
Priests and Wizards. 


Party Selection 
‘Now, witha god understanding ofthe clases and sil is time to look more closely atthe indi 
iu heres and select the ones that wall wor bes in your grand bt 


Alias about as average as you can get. He ἕως 
πὸ serous weaknesses or stents. Capable of special. 
ing or becoming an all purpose uty member he can fit 
in wall anywhere with some practice. 


12 
45 
45 
48 
42 
40 
40 
45 
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Light Wielder 

Anders is particularly missile prone. A skallinthe-back\ 1 Silver Coin 
and fling things-at-the-enemy kindof uy. {rather lke that \! Gold Coin 
ina hero. However it he put up font before he his hy 

φυνεϊορα his kl, Anders is most likey to end up being 

fel ations 
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Blade Cleaver 


As his name suggests, Bane isa destroyer. he special: 
izes in fighting with his hands, this man becomes a verte: 
ble one-man slaughterhouse. Spel-castng ἐς ἃ far reach for 
him, however 
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Cletus 


Its mogt fortunate that Cletus ison your side 


τοῦ 
70 
5 
60 
30 
32 
50 
40 
63 
58 
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εἴ: 
Covdain, 
Dawnkeeper 


Condainis another all-purpose adventurer with 
aboveaverage magical potential. Beter armel and 
armored than most ofthe sleepers this Magickal Fighter 
alo has a tong resistance to attacks of many kinds. 
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‘ment wil bea lough monte to lye 
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30 
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Cocham Zed 


(Obviously, you know a litle about yourself But let 
that you are the best adventurer ofthe lot, 
general use goes. And might also add that 
such a generous gentleman as yourself is sure to go farin 3 Gold Coins 
the word. Barkeep! 


Chapter 1: The Moventurers 


83 
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49 
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Graen Ozbor 

Gren is the best of the lot as far as mage and clerical’ 
abilities go. You won't need much work on the steel 
wath sere ane lb pty mag a 


nature. Notice he also has ἃ most unique and useful tem: 
rope. You will want to protect this one wel 
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Het Farvil 

Het isn't much of fighter, but her spell-casting 

pen grea aed the bck and gen pce 
th he wl ayn ema ker 
perpen 
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% Ἢ ΩΡ 
Fa ae 4 ae ee 
Jarod Nightwielder 
Jarod is best suited to wield magick and ranged 
weapon hid πος ape wan Al e 


«could serve an all-purpose rol, its wise to take advan- 
tage of his pell-castng potential, 
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Pai ἘΝ ade 
Odo Alu Kailo 


Yet another Fighter/Magick Wielder. Odo as 


slightly more magickal potential than most warriors. 
Development ofboth fighting and casting skis wall 
take time, but he is capable ofboth 


᾿ 
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i 


i 


Shadow Follower 

‘Saros is reminiscent of Graen, although his skill may not 
increase as quickly. He begins as a capable mage and has 
‘reat potential asa Priest, also. Place him behind warriors and’ 
develop his magickal potential. 
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Sevi Slamehair 

Se notch fa herbi gat ape ct 
‘mana specialization. She comes complete with 
advanced clerical skill and high natural resistance to 
moyen ame 


43 
R 
32 
30 
46 
5: 
45 
42 
50 
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Cresa Vulpes 

Tresa is capable of both fighting and spell-casting, 
however becoming proficient will require practice. She 
_needs protection during this process but will become a 
Walon Ronn 


Chapter ε: The Adventurers 


41 

57 

7 ‘Swing: 9 
41 ‘Thrust: υ 
54 Club: 0 
42 Parry: 0 
3: Class: Priest 

35 Level: Tyro 

41 Adentity: 

48 Heat: 


3: 
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ἢ Pa 
Uggo ὃς Wad 
troche Mat 
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Achieving Balance: The Perfect Party 
‘When choosing your party members. lke note oftheir ntl tals, which tell you not only 
whether they are best suite for sel or sorcery but how quickly those sis can be advanced. 
‘Obvious fightertypes are capable ofleaming and using mana sis, but the proces takes much 
longer than it wil for those with high wisdom and mana already. Likewise, spell<astes gain ade- 
quate fighting ability with time f you pt them in font fo melee, but getting them proficient with 
heavy weapons takes much longer and increases the kof untimely death, 

‘The bes strategy to choose adventures aleady advance in or with sats that favor one of 
the four clases, then spend time developing other sills to a pasable level so that you don't get 
aught with inadequate fighting or spel-castng ables if one fr more) of your member dies 
Developing sk also raises primary sats (Hit Poin, Stamina, Mana) and applicable atbutes 
(Wisdom for spells Strength for fighting et.) much faster than just concentrating on improving 
the eros main eas. 

‘The reason μα simple: The more progres you make, the harder itis to improve. However, 
‘when you ara the bottom of a μας, progress can be gute rap And each time you progres, 
{OU alse your tats. Hence, working a something you ar aleadywellvesed in wil provide 
‘ins only overtime. But concentrating at fist on bringing upa her's deficient clases, js bya 
«couple of evel, wll improve stats mach more rapidly. 

μουν al four adventures in your party wil be capable of any given mele or sorcerer tsk 
{oat least a minor degree, while stil having one highly specialized advance ability. 

80. there stone “best party.” Ifyou realy wishes fo, you could complete your fate with just 
you and Graen Orbor alone although it would bea Heradean task. But some fighters and mages 
tend to work together beter than others in the initial stages ofthe game. before everyone has had 
the tie to develop their full sills. Graen Orbor,Equs, Bane, Blade Cleaver, and you make a 
particularly good match. 

However, dont feel restric f you ae part to nether hero, el veto select them. But ty 
to always balance magic and might im your selections. 
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Dressing For Success: An Introduction to Armor and Weapons 
Unies you select champions wi already have god equipment. good armor and weapons are 
har to come by unt οἱ east the thin quest. They cant be found Ing arcand, andthe shop 
‘prices are prohibitively high. 

Τα μῆς money alte to the party i best spent right away on armas though it wil nt get 
‘you much. The mast important ite the party can afford is the Tech Helm availabe inthe local 
Shop. While there is only one ofthese items itis worth ts weight. When worn. the Tech Helm 
will aise the wisdom ofthe wearer 20 poins, making even a dumb fighter capable of leaning 
spall mh faster and greatly enhancing a specized spel-cases abilities, 

‘The mos important thing to know about armor atthe tart of your journey is tha it needs to 
‘be wom by thos in front. The two fot party members are going tobe the ones receiving the 
rot damage. Hence, they avays ned o be armored as muh as pose, even when a the 
‘expense of the wo rear members. 

‘Weapons arent neatly a important a armor since al of your heroes come conveniently 
equipped wth hand and fet (should have had it so es nf, earning to fight unarmed 
will quickly raise the Ninja sil whichis more important inthe stating stages of your jourey 
than fghe ably, since i advances Desterty and wil improve your dodging and accuracy 

‘Yu wil nd that killing your foes with hands and fet takes move time and effort but the 
reward are faster sl advancement and higher tistics. 


A Note On Marching Order 
‘Marching onder is very simple, but iti also critical to get it right. Fighters go in front, spell-caters 
and archers behind them. Although you are going to move people around a bit to develop abil 
tis this isthe basic patter you want. 

‘While developing all the characters in the party is important, iti alsa mecessary to remember 
the brutal fact that those with the Mit Points survive comb better and travel infront most often, 


Fundamental Principles of Combat 

“The rule of combat | like best is “when in doubt. run away” It has always worked for me, and | 
see no ned to change it Oh, yea vey thee are those who would heap disparaging comments 
‘on me for such an attitude, but I think it wise to alwarys keep the idea of retreat foremost in 
my mind 

Look closely at the wrinkles in my eyes, my well developed ale-gut, these things are the signs 
‘of an old adventurer. If you want fo get to be an old adventurer you learn to run away whenever 
the opportunity presents itself. 

“You see, monsters don't rest weil. Their insomnia is caused by all the evil deeds they commit 
‘or some such problem. They just can't get a good night's sleep. Now, ! don't sleep so well, either, 
tthat det the gout another mate ently. 
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‘So you attack the enemy bain them down a bit ἀπά then. in the tradition of great cowards 
‘everywhere, runaway. Don't let your pride stop you. Tam tail and run. The monies, instead of 
tending to thee physical wounds, wil have ἃ great pty ver their victory and generally drink too 
‘much and have wresing contests and αἱ the sly things monsters do when they think they have 
‘won a bale 

‘You, an the other hand, get a good night's sep. Inthe moming you will feel much better 
‘Aad the monsters! They wil all be mean and hung over and generally won't feel any better than 
‘when you et them. Go back and wipe up the ground with them. All those yokels who were 
Taunting you with cll the night before wil think twice when you come into town the next 
‘day with afew demon skulls adoming your armox 


Death and Other Dinor Annoyances 

‘Adtventuring, being a wet, cold. and generally dsagreable occupation, ἐς fll of annoyances. 
‘One of the biggest is dying. While it isnt quite as annoying as caclebugs in your boots, tis 
‘much more vexing than sy. od ations. Hence, its a good thing for you and your pty mem- 
bers to avoid uni you are forced into it. The goed news ἐς that all party members can be resuet- 
δὲ as long asa east one prty member survives. 

[Not sy that ta big problem. While I convinced my pty leader Tani that it was only 
{trough my great magickal powers thatthe members ofthe party could be resurrected onthe altar 
near the sleeping chambers, the rea fat of he materi that if you ay the remains of any dead 
party member onthe altar, bi. bang, boom — there they are. back up and around as if nothing 
happened. Then they hve to take that unmercifu bing from everyone else inthe pty. You 
‘now the kind of thing. “Oh prety spy for a dead uy” oc "Wall, sleeping beauty up and 
nour agai, the” Th sot ο abuse. 

‘Nobo likes o take that. You don't stat adventuring to look like a goof who can't even say 
{none piece do you! No, ofcourse not. You xtventure fo look ood, get the sits, and αἴ hat, 
‘Aad, more ofa problem, once you have made some progress it gets to bea real dag hauling back 
some ded carcass halfway acs the realm to get resurrected. 

‘The moral ofthe story! Walch your party caeflly for damage, and avoid a fight when some 
‘of your members are near death. (να them fime to eal. Tat way. you don't have to hike back, 
ἀπά they dot have to wory about geting all he abuse from their mates and locking bad 

‘Well that about wraps it up fo this bi. Next am going to αὶ you ὁ tle about what to 
‘expec right out ofthe gate inthe fist area ouside ofthe leping chambers. 

Barkeep! Look at this poor man! Hei pstively parched and famished. I think you should 
bring him some fod and more ale. hs raw of ἃ pitcher while you'e there I think he is going 
to need ἢ before the night is out. 
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Dene een 


An important factor for the player in effectively guiding Toram and his 


party around the world of Dungeon Master ἢ is familiarity with the 
interface and whatever pointing device ts being used. It takes practice 
("to click on the right icons quickly. 
"When using melee weapors, the two front-line fighters have an 
δι κι υφοιάῃῃς fp] In the rear due to the placement of the 


mins Ἐς τας το τ με σις 
menu of the attack choices for that particular weapon. Notice 
pointer is already at the top edge of the first choice on the 


© aunches a punch. Holding the pointer in this position and clicking 
repeatedty executes many punches rapidly. This works for any of the 
‘our action icons carried by the front two party menibers, hut is only 
‘tfective for that frst choice on the men. 
The more powerful attacks, which come further down on the , 
menu, will suffer from a time disadvantage, since the pointer must 
__ghe moved down to activate these functions. 

Fight with open hands using the repeated clicking technique 
ς΄ πόδ the beginning of the game to create rapid attacks and raise. 
the Important Ninja skills at the same time. 
wu dies : “s! 
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A, those fit moments out onthe adventure. remember them well. Tan had just 
awakened me, a | explained eater and we were about o get Zilch and Ravenblood, our fighter 
and our ler, respectvely 

Zich was our fist ταστυ He was. a great blond, muscular dm of a man, Absolutely huge. 
‘And he sid nest fo nothing, 

1 am not relly sue whether be was as dim before we tried to wake him up, however. 

Looking in the sarcophagus we could sc he was jst the kind of ihler we needed 

Look at him, wil yout Sem huge! Καὶ he kind of man for this sort of work” sid Tani 

Well pop the lid and talk hi info iI said while nursing a rip in my cloak Tanic had made 
‘wher wrestling me back into the room from my attempted break forthe pub. 

Tani reaches down to the li and sated ἐο py. He us kept prying until finally, he gave it a 
mighty heave wth αἱ his might. and — right befor thought his eyes were going to pop out — he 
simply let go and stepped back from it glaring. 

make 

“Oh well time to give up the whole thing and head forthe pub, | guess” I sad as I started fr 
the dot 

“Tani pulled ou dagger and started doing his nasi a most threatening manner 

You're the wird. Cast a spell on the said. 

Hooked at hi with my best haughty expression. 

“dont do doors” 
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"Wall, then.” he said with something that was not quite ἃ leer on his foe. “I guess you and | 
‘wil ust mach side by sie the whale way.” 

"ook in the sarcophagus again. This Zilch flow certainly was the sot of chap bull jut for 
sorcerer io hide behind. 

“Thave a plan” Esai 

| eached into my bug and pulled out ἃ large magnifying les that | used to read some of the 
‘more scrawled incanftions in older grime. I held it up over the viewport ofthe sarcophagus 
and stuck my mouth upto it, showing my teeth and smashing them abit. Then ! banged on the 
side of he stone coffin with a rock. 

Zilchs eyes opened then he screamed and hammered his ists ἐπί the ld. which flew up, 
slammed me inthe face, and fell back down. OF course, Ziich was trying to sit up lo defend 
himself and the rebounding lid met his hea ashe was trying ost up. The i shattered and 
Fhe went out cold 

“Wall you go it unstack” said Tami. 

He opened it up and, after abit of work, managed fo bring Zilch around. was using my robe 
to stop the bood fom my bused tp. 

‘Tanic red to explain things to Zich, who didn't seem tobe getting much of. He jst got up 
and wandered around the chamber, ubbing his eyes and his hed allerately and mumbling 
bout grea anged monsters. 

‘Then there was Ravenblood, who seemed downright annoyed from the moment we 
awakened him, 

“Sleeping, you foo.” he mumbled, reaching upto pul his sarcophagus shut. 

Tani stopp the li rr shuting by quichly sticking the hl οἱ his dagger inthe hinge. 

“Un. but we have to save the world from Dragoth. The demon, you se..." 

“What we realy have to doi get a pint or two ofa muttered under my breath, 

Ἴδη stared death at me while struggling to keep Ravenbloo from removing the wedged 
ager from the hinge. 

“Leave me out oft” he sa Ἴ don't want to get involved. Trying to lep, So sory. Catch me 
when | wake up” 

Ravenblood ick the dagger and almost got the lid down, but tthe lst second Tani dda 
«ross-bodybloc-fype tricky fighter numbec werlged his shoulder onto the ee ofthe descending 
Ud and muscedit open. 

“This isn'ta trivial mater” Tani said. “Dragoth wil ay the world to waste.” 

“As long he lays you to waste, then I can get some sleep.” mattered Ravenbood, tying to 
tum over in his sarcophagus to avoid the infrding light. 

| waved Tani ff ἀπά leaned in cose to Ravenblood. 


ao 
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“Uh, you know, Magic User to Magic User 'm not foo keen on the whole idea myst 

“Then why don't you so of ike ὁ good her and let me got lep then, cht” Ravenblood 
Nes pow. 

“L would, you know. bu then I would fe esposible for wht would happen to you.” 

“This got his attention. He looked around at me. 

"Foe what would happen to met” 

“Yeu verily | would fe! ke | hadn't warmed you" 

He loked slightly nervous. 

“Warned me about what” 

"You ee that grat monster of a mant” I pointed at Zilch, 

He noid. 

"Lied to go back o sleep” pointed at Zilch’ shattered sarcophagus, “and he went insane. Just 
hammered through the id and pled me out” 

{showed him the blood on my ipped robes ἀπά pointed to my ip, 

“Lage to the whole ea quid and got away wth ony this. Lack say. Jt ook a the 
sie of him. Hammered traght through that rock id with fut his bare hands” 

Ravenblod looked at Zich and rap got ot of his sleping casket, 

“Say thnk saving the weld sounds, wel rather ea dy, don you think” Ravenblood sad 

“Tani looked at him andl sie widely. 

“Gilad to have yu aboan.” 

Frum there, it was up the lade info the main bilng. The intial om was dim and dank 
and illed with a bricw-brac wel as. ane alae 

“Thee might be something here we need” said Tani. “Search the place.” 

| ignored him and walked over to inspect the alta: Nice, as such things go. 

‘Asso at onthe altar | picked it up and ecamined it. My eyes almost δυρρο out aI et out 
alow whistle 

“The scl explained that ths was an altar of resurrection. Simply place a dead boxy oni and it 
‘would come back to life. Now, thal was jut the sort of thing an able-bodied adventurer needed. | 
suidenly fet a ot better about his whole ero business. 

| tume to ell everyone about my find but thought better οἱ α and stud the colin my pocket, 

Everyone was messing with picture onthe wall | grabbed a staf laying about an! leaned 
νυνί on it. Getting up from slep to save the word is one thing. Working hard while doing it 
‘sanother 

Rapidly they finshed trashing the oom. Prety shady fr heroes, δὴ τὴν opinion. Tanic might be 
<a fl of ood intentions but didn’t think tice about grabbing everyting that wasn nailed 


a 
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dow, Not that Ihave a problem with taking most anything that isnt propery protected, mind you. 
1am just a bit more υρ front about it. 


Finally we clustered up near the door and headed out. 

“Tanic jumped backwards as soon asthe door was opened. 

‘By Zorn’ eyes” he exaimed. 

Inthe courtyan! was a gelatinous mass. 

“Whats that, wonder” asked Ravenblood casually asthe mass began to devour Tani’ fot 

Ravenblood leaned agains low table. 

“Damed if nowy, but it ook ie they have it under contol don't you think” 

‘A this point the creature had consumed about half of Tani’ leg and was werking is way up as 
“Tani antialy beat on it with his ts. 

“Oh, verily” | agreed. “Tani and Zilch are git the profesional aren't they We'd just get in 
the way up there” 

| watched how fast the thing appeared to move and judged my distance tothe Ler down to 
the seeping chamber If it finished with Tan, {would have plenty of time fo get dow the ladder 

‘Tanic continued to pound on the ting rather ineffective. Finally, Zich looked down at and 
sve a mighty kick. The thing ded promptly, siting out Tai’ leg ast did, 

‘Shaken, Tanic examined his ἰῷ, It was ct here and there, bute could sill walk om it without a 
‘major timp. He and Zilch proceed out the doo. 

| ollowed — not out ofa great sense of nce to meet mere nasty creatures but mainly becuse 
the nearest pub was in the direction of the courtyard 

‘There was abit more moshing of creatures in the courtyan, but finaly Zkh and Tanic managed 
to get ther ll squared away. | stared straight forthe pub. 

“Where do you think you're going sat Tank, noting my definite tit toward the pub. 

“Wail was rather thinking. we should head forthe pub you know, gta bite mays,” I sak. 
“Ti absolutly famished. ΑἹ seep and no food makes Alran a nasty wizan” 

Tanic looked at me skeptical. You would think | had “St” stitched on my robes. 

"Ithink we'd bes get started right of” he said. “We can find fod on the rail” 

“Hung” said Zich in a rumbling bass, and he started toward the door ofthe pub. | smiled 
angelically at Tanic. 

{nthe pub, | immediately downed afew pnts in rapid gulps to fortify mys ἔοι sme serious 
drinking. Then | gota pitcher and left the bc: By the time I got back, Tanc and Ravenbood were 
talking toa ψησηϊοὰ old roan seated in the comer. Zilch was inthe general vicinity, but hisinlrest 
‘was limited solely tothe thorn demon seakhe was devouring with loud chorps. 


a 
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“The keys to the whole matter” wheezed the old man as I walked up and se my pitcher onthe 
δε απ the magickal maps. Just what you need, those. While they only cover a short distance 
around you. itis much better to have a magickal map than to just stumble into danger unaware.” 


Isaac frm my ale 

“Mughal Maps ch How do they work. and how much do you want for one” I wast some 
country burmpkin, I rew a pub hustler when fear one. 

“Oh, you have fo find them, but there sno cost involved” he replied. “ The ls time I checked, 
‘there was one in the al. No one as needed i for que some ime, not much call fr adventuring 
Iypes before this cent problem.” 


“To weit is quite easy, you simply open it ἀπά Took att. wil show you the area right 
«sound the map It takes a tiny amount of your magickal eneny to kep it running, butt wall 
show you the outtines ofthe area around you.” He stopped and took a small sip fom the glass οἵ 
water on the table, 

“The next map, however. que some way from here, near the lightning altat but itis much 
‘more powerful. This map is activate simply by sazing upon it and touching one of the four magical 
enhancement icons across the bottom. The fist, KU, shows the poston of al oter creature in the 
‘map area. The second, ROS, shows false walls and raps or niches. The thi, DAIN, shows any 
mise weapons and whether they arin ight or ying on the ground. The fouth, NETA, causes 
‘he map to feeze where you ae cureniy at. μὴ that way. you can observe what happens ina place 
«even when you go away frm i” 

1 drank abit and watched Zilch stuf another hand of food int the small caver that passed 
for his mouth 

“But the Minion maps are even more powerful the ld ser went on. “The Moon Altar has 
the Scout Map. This map allows the user to realea scout minion in the spot where the party is 
standing. Then the user can select another spt onthe map and the minion wil travel to that 
Point, the map following along. In this way the wieder of the map can explore areas without 
traveling to them.” 
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‘We needed that map. Then we could selec the spt on the map that comesponded with 
Zichis stomach and see a minion point of view of Zilch’ ental. 

“The scout minion ἐς limited to only those plaes, however that would normaly be acess 
Bee on foot” 

‘So much forthe ides of mapping Zh’ ines wth it 

“Iheannot go through closed doors or the δες. It can change levels if you mark the spot with a 
ladder or slarway onthe map twice in rapid sxcesson, but that i all. When finished with the 
rminion, simply pes the minion rune again and the minion will dsipate. The map wil center on 
the pty once again. 

“The final map, the Fetch/Cany Minion map, ithe most powerful of αἴ ints subtle way. 
‘This map summons afte or cary-minion to move things. To use this, simply draw an °X on 
{he map atthe positon you wish to have something cared fra οἱ το. Then pres the appropriate 
‘on, and whatever iat that location wil ὃς care Yo you, or whatever is with you now wil be 
‘aie to that location. Remember however tht you must be atthe location where you want the 
“tobe marked. And if you remark anather locaton, the fist one wil be erased.” 

“You mean that we have fo go somewhere, mark the map, afer which we will be able to 
real iems to from tht place” 
asked Tan 

baaty” 

"So what the pont if wear led thee” 

“Lean see one use right away: puting an near our resurecton alla. Thal way if someone 
{alls in combat, we can get the minion fo transport them to the ata and not have το deal with 
sing back ourselves” aid 

“Resuretion altar” sit Tani, looking bewildered. 

“Yess everyone knows — umph”the od mans sentence was abrpy cut off a Lrtally 
[icked his shin unde the table. 

“As everyone knows, have the power to lxng peopl bck ram the ded I said casually 
Polishing my fngemals idly ona loose fold of my cook. 

ὍΝ. ys. ἀπά pis ca ἔχ" 

ooked at him eames. 

With the ight sets” 

You cant wally.” 

“Special anangement with the powers tat be. Ihave the rsumecton concession or he ere 
ara. I put a quick mak onthe decease remains, put them onthe altar and — poo, spona- 
rneus generation. Live flesh from dead and αἴ hat.” 

"You jest” 
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“Ask hm.” [casually waved ἃ and atthe sage. As soon as Tanic tured towards him | gave the 
sage one of my most powerul evil lowers, making it obvious his fate would be non to pleasant if 
he μα Ταῖς that anyone could resurtet people with the right alt 

“The sage fdgeted. Sages are notorious abut teling the truth. A serious sage character flaw in 
1m opinion. | cranked up the glower a notch and started reaching for my rune bag. 

“Yes. if he lays a dea boxy onthe ala it wil come bac oli” he said. 

“The sage, within the strict definition, hod tld the tt, but he stil looked a litle dodgy | bared 
my Heth at him. And as Tanic his bck lo me, tured the comers of my mouth enough fo 
make the expesion into a bored smile. 

“Enough about me” said, farng that Ravenblood would bust out ino guifaws of laughter as 
μα loked about to do gazing at Tans awed expression. “Are there any limits onthe powers ofthe 
Feteh/Cary Minion map!” 

“Well, yes. They aren't αἵ that bight. Hence they can’ make it through avery complicated path 
ar ne hat is blocked. Soi doesnt work as wel inside the keep It can also be canceled μη is Hight, 
tut that wil cause it to drop eveything itis camying wherever it dissipates.” 

He took another drink of wate. 

Weal sat and stared at each other fra few moments and then jumped, startled by a loud bang, 
fro Zieh side of the table 

He had passed out cold from his great meal His head hod slammed down right beside his 
‘pte, and he was snoring peacefully Never a man to see ale goto waste, Took his cup and 
drained handy 

ΑΝ the sie effects of good mea laughed Ravenblood. 

You wow tha dos bring up a point was meaning to mention.” I said. “Being something ofa 
«ly delle, am wondering just how we are going fo come by food on our litle adventure” 

Tani sorte. 

“Digger worms.” 

“Ital the name ofa chain of paths pubs!” 

“No. Digger worms, annoying litle creatures that are quite eile. You find them out in the wk” 

{just sored at im. 

"Quite tasty really, once you get over the sme anda” 

“Surely you jest.” 

“Wel they arent al that filing, but you have to make do out in the wild” 

“No, you have to make do out in the wit If you think am going fo be eating worms, we have 
areal problem with this whole undertaking” 

“But they keep you from starving to death” he sak. 


as 
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just snorted. 

“Well there are the thom demon seaks” 

“Yes, available at any good pu.” 

“Or from thom demons, though thoy area bt had tol.” 

“Yeu mean, thom demons clin the wl! Ae thee domesticated thom demons?” 

“No they ae all athe nasty creates. Why do yu think thom demon steak cot so much” 

{mulled it over did make sort of good sense. 

“Ace these wi thom demon seas as good asthe ones er inthe pub 

“Oh, even betes rom a ste point of view: Fresher. And quite filing. couple wil ake cae of 
«person whois even a the edge of svat.” 

hough about it 

“Will | like thor demon enough, when its marinated well I guess I wouldn't mind 
cating them.” 

“Yes, well leave plenly of sce in your pick fer thom demon steaks. There wen! beth many 
hens of them between hee and τυραν." 


arte τὸ «ἢ 


[BEST SOURCE OF FOOO 1s TwoRN θεόν, FOUND NEAR 
See et ee 


We adjoured a thal point the courtyard. Not before, of cous had filed my bota with 
some fine ale. 

"So what do we do now!” 

"Wallets soe what they ave in the shops.” 

‘So we spent a good part ofthe afternoon shopping. I wast particulary interested in the whole 
proces, s Took evry opportunity | could o duck back fo the pub fora quick one. By the time we 
‘Were done we had a hemet that magically aise the wisdom οἱ the wearer, some armor and ἃ 
‘wonderful black lak that lowed quite well. 


“Wel, that’ tht. Let δὲ off then,” said Tani happily as he state off smartly forthe dor eager 
Aoleave iown. 


Ravenblood and | loked οἱ each other earnestly 

“Et I dont think that would be oo wise” said Ravenblood, Sometimes you just have to love 
_ fellow back row her, and this was one of those mes. 

Tac turned. 

“And who's that”he asked with ands on hips. 

“Be wel here areal sorts of nasty beasts ou thee and 
sulng manewer 

“We nee to practic.” file in smoothly. mean, wit if something should happen to one of 
tal We should spend some me here now that we have secured the area i a most heroc fashion” 

“Tani glowed abit with pride on that one. 

“And set to work upto this thi, os-taning andl that” finshed rather lay | though 

“Tani considered it fora second. 

“Nope He tured and started marching forthe door again. I gave Raventod a ‘wll, we 
τι ὄνος, 

‘Aux once again, Zilch came o our πους. 

“Tine sa. as he sat down agains ἃ wall and prompt ell ascep. That man was very se 
σα boat his sleep. 

“Wl that would be that hen I said. tapping Ravenbood on the shoulder and staring back for 
the pub, 

“Slop” Tanicominowsly rumbled. “You said we needed to tain. We tain” 

“Wal, maybe we should ak over ou training plan. inthe pub, thats.” 


he paused. ying to think of a 


ar 


Shultcey 


“We train” sid Tan, passing me two darts he had bought in the shop and pointing oa thick 
‘wooden door nearby. 

Hooked atthe darts skepticaly. 

“Throw them. Ino the dooe” Tani sid. 

| hurled one at the ὅσος ft struck haf fist and bounced back lowards us. Ravenblood dove for 
‘cover | was loo suprised lo do anything but watch ait landed at my fet. 

Tanie gufawed 

“Maybe you should just goto the pub. You could never eam how to throw a dat.” 

| glared at him. This county bumpkin wasn't going to show me up on such a simple thing as 
sticking a peceof metal into door. Yook a long draught ofthe ae from my bola and started hut 
{ing the things at the door in eames. Everytime I mise they bounced ofthe door and landed 
Fhandiy οἱ my feet. 

‘Altera couple of hous of practice, I was, well not exactly good. but atleast competent οἱ tk 
{ng them inthe door. 


J ς a 
‘Noun sks ane ra EASIER τὸ ACQUIE WT PRACTICE TAM flcTER SKILS FO 
‘TE SIMPLE REASON THAT THEY OON'T REQUIRE ACTUAL COMBAT, THE INTIAL BATTLES: Ὁ) 
WITH THE GLOPS COMING OUT OF THE MALL WIL WELP TO RAISE NOMA SKLLS, BUT STA! 
τὸ PRACTICE 1S EQUALLY WEPORTANT. A DOOR OR TREE ἐς GoOD FOR PRAGTICE. JUST 6 
SIMD I FRONT OFF ao THROW DARTS. THEY WML SMAPLY BOUNCE OFF AND LAN 
“RIGHT IM FRONT OF YOU, MAKING THEM EASY TO RETRIEVE (UNLIKE ΙΝ ACTUAL COMBAT, 
eon ee Neen 


sit ens wr sacens wwe wah mut nu en vd 


ΠΟ) ρονεισεπαδιν, ALTHOUGH THEY ARE NOT AS DAMAGING AS LARGER WEAPONS, THE IG ς) 
"SPEED WITH WHC THEY CAN BE WELDED MAKES UP FOR THER DEFICIENCY. Ὁ: 


‘Twown 1s PERFORMED BY DROPPING AN OBJECT IN THE TOP KALF OF THE SCREEN. 
8μερὶν wove THE OBJECT YOU WSK TO THROW TO THE UPPER HALF OF THE SERESH AND. 
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‘And the strange pat of was that | ally was rather enjoying the whole thing. 

| fumed around to brag fo Tanic about my wondrous new sk, but | found he and the now 
‘awake Zich wer sting on the ground with potion bois in front of ther, listening to 
Ravenblood lecture. 

“And when you are crating the essence. be sure fo cach ital inthe potion boil” he was saying. 

Basic spell-asting technique for potion. | already had a passing familanty wit the strange cer- 
‘cal habit of making potions, but sat and practiced with them anyway, st fo brash up. As with 
ale, you never can have to many healing potions. 


Λα practice, | proceeded to have a nightcap athe pub, where Ravenlood joined! me. 

“Wearen' going tobe abie to get out of this are wet” 

{thought about ta second, 

“Ne do think το. But we cana east get another y's repieve. leah the lla to use 
Firall Tht should keep them amused” 

“Tiyng to teach those two magic” he snovted. “Atleast we have plenty of jb security” 

raise my gas το that. 

‘We spent all the nextday working on Fireballs. The Firblls seed to make mos ofthe shop- 
keepers rather nervous, but when they trie o complain I would make ominous threatening gestures 
atthe shops, and they would go back in and prepare buckets of wate to put out the small fies 
tring tated by the ess mentally adept pupils. 

But found there was only so much they coulda. No matter how hard I tried to dil the 
concep into them, they just werent progressing any more by the end of the day. Unfortunatly, the 
time was at hand to actually go out and fight something. 
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(Out in the wilds. 
‘Away from pbs. 
| ound the thought more than a ite dstebing. 
‘Altera bit, you wil ind that level progression is no longer occuring through practice. ΑἹ this 
ot, iste to go out and adventure. Afr slaying a few monsters and getting some on-the- 
Job taining with your new skis, you wal find that practice will again bring about evel advance- 
‘ment. Continue to practice throughout your adventures: it wall realy increase your proficiency 
in combat 


Magick and Stuff 


WA tadsiautdalastatnautitad 
μά πον it is moe important to make sure you ae property schooled in the ways of magick. 

1am pstivelypuched. Explaining al this is thirsty work. Barkeep! Another round here. 

‘Nowy, where was If Alh, yes, magick. Quite frankly ! am simply astounded at how lax the 
_mage’s guild is here. Yea they take your dues make you lar the stupid secret handshake and. 
sign, but they don't teach you the sels. 

But never fea | wl el you everyting you need to know about the ways of mana and magic 
Every spel, evry magical item. And once we are done, you wil beable to use authority when 
dealing with ll the magickal matters you might run acoss. Who knows. afer you setle down from 
_nkentring you might make some extra money doing small shows ad bith pats, 


Spells 
Learning your spells isthe most important thing you can do to prepare forthe journey. Civen, there 
areal manner of magickal aids out there, but money is hard to come by. and thieves and ther obsta- 
cles can separate you fom your items. A good spl, however neve eaves you and cannot be stolen 


Priest Spells 
Priest spel are mainly ofthe protection an healing variety. While not in some ways as handy ιν. 
ing abventarng asthe incantations forthe wizards, these spells, when propel used, ae fila great 
boom to your par 


or 
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‘YA Stamina Potion 
‘The srina pti suprising asthe samina 
ofthe imbbe Ths snp! hing ot 
aferanexemey easing rele ἀκ roveing 
‘senance shoud he party un et fo. 
‘YAIR Party Shield 
This spel pes fom as by nora weap 
UfyouarSuneunded ard you specter ae 
ly amore his spel canbe ὡς ἀάσαικε 
teen μὲ ae deat the wal and pic. 
‘YAIR DAIN Shield Potion 
Shell potions give deense apis normal weapons 
forone who dink 


YA BRO DAIN Wisdom Potion 
‘A potion that increases the widow ep 
considerably with the casing of pli 
YA BRO NETA Vitality Potion 
‘A sialty booster When the ity is mproved ἃ 


‘il asst wth healing and recovery οἱ stain. 
Vi Heath 
‘This pot gives health toa damage eas he 
‘only wy foal a hirpion' wounds. This pel is 
Wel grat deal for your pte on 8. 
VIBRO Cure Poison 

ΑΙ φλᾷ cu poison potion can sve a er for 
lingering death by oon se one ofthese as 
‘uk as posse on a plored hacer 

‘OH EW KU Aura of Strength 
“This aura increas the strength ofall members of 
the purty 

ΘΗ EW ROS Aura of Dexterity 
This aura increases the deter of αῇ pty men- 
ters. Combined with the Aura of Sth, wil 
make the party arse fighting unt indeed 

ΘΗ EW NETA Aura of Vitality 
“Tis spell produces an ara sound the party tha 
Increases the wiality of al of your heves 

ΘΗ BRO ROS Dexterity Potion 
“This potion increases the dexently ofa her who 
qua making the hero more dif fo the 


‘onset st. abo improve the he's 
cosa nis rhe atk. 

τι ΒΡ KU Strength Potion 
“Ths pon wil owas the stent atibte allows 
inga champion wield eave weapons ἀπὰ do 
mor damage with wher weapons 

FUL BRO NETA Fireshield 
“Tis pl envelop each pry member in a lowing 
shel hs ressant ofr The ihr ἐκ ee οἱ 
the spel the stongr he shi becomes, 

DES IR SAR Darkness 

When hes rans ar iva spel so 
dks wl ured the arty This fen alles the 
Paty exape fom pray vous mone, 

20 EW ROS Porter Minion 
The Porter Minion same wath this ican 
ton can ake som fhe la fhe pry. Whe 
is sammone, ss wl ick αἴ oben 
the sq Then wl flow to sep ein the 
ty wheres hey may σαί. 

20 EW NETA Guard Minion 
The (χων Minin. as we wil cas a fw 
ements pret the single most important 
spel inthe ward. Tis spel rates Cand 
‘Miron who wl atk any hose crates tha 
ome ner. ΑΙ higher levels his atures quite 
‘foe tobe deat with. 

20 BRO RA Mana Potion 
‘This spell creates a potion that gives mana buck to 
the caste. The amount of mana sie ses than 
‘af ofthat equi fo create the potion However 
‘his spl good lo se αἱ he end of» day to ate 
mana bate frau daring harder times 

20 BRO ROS Reflector Spelt 
‘Werking his incantation rode a shored 
shield tht wal fle al pels bck ter case 
"Having poe geting tht py numen sti 
“Ths jas the spel for hat Kind of work. we had 
‘tad this one when fighting Dragath dng our 
lois and her ashing wl things might 
Ihave tuned outa bt ἀδοππέν. 
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[ Ts prods a magick one which an be 
edo mk ats. The mapa! maps wil 
show the alos of magick mars when he 
“Sow mag oto aca. 

‘OH VEN Poison Cloud 
Tis enent peta cul οἱ rons 
sok ht wil case dsanay mos gaps of 
res, igh cas aout a wy 9 
sane ἐς cdot nse Whe he ae 
many ene wicca at wizans whe 
| ss pel uy. can provide a pry wh a 
sok opted art 

ΘΗ EW SAR tnvisibitty 
Any caus he arty fie froma 
on Whe hs sl kro el all ts 

patna tng doe i cain dnt ot 

thao yon rl oa ht σ᾿ 
kn yan wl ot ἐς ad 


| great reputation. A bolt of ighting ies rom the 
Fg of caster ad hes og ul ep 


| __OWIRRA Strong Light 
| Abit ih that wats alongwith he py s 
by ti spe Ii oth Eihter aed loge 
a un the Fight spe. 


Firlight 
Ths spel κοάκας a dm al gh hat lows 
the party ea hungry puppy. This sel hes aout 
Ifa mach mana ost as ong igh whch ιν 
the σὴν ea il son the oo atl. 
FULIR Fireball 
Feb the bed and bt othe kaeing ων. 
cee geal οἱ re is fn he ote 
hand fhe casera ave un α spe or 
Μὰ κατκῦνη and ene lal fat 
χα μαι While some creat mune the 
fects of fire thee ae may mor who Wl da 
ck death he hands οἱ ts spe. 

DES VEN Poison Foe 
Thspl heb brother of Poison Chou. stead 
αἰ crating a dud sept potions he taped 
σεν ἀσκῶν mnt insti his wl ln 
the meat death ofthe nitrate ὡσγαι 
Howeve if he crate ais standing wil be 
κι contin stacag ep 

DES EW Harm Non-Materia! 
Athoush thre so mach cl for is pl, 
win you need it you ely ee This spl and 
the vera won athe only tw thing tit can 
am some cats. S kein ths sl aly 
hays ago dea. 

0 Open Door 

| pepnaly thinks ow wizard to hae td 
withanhing bt magia pots bt spl. 
whe es wl open αἱ dal unk doo tha 
have batons ae wil do fam ade. The 
such pr κρασὶ uci fh pl Hal 
wl dose the στωῖ vid porta that many ea min- 
ἀπο of Drago user yur dimension. 

20 EW KU Attack Minion 
‘Ateck Minions a wonder itl cats hat 
‘an be smmone oat ihn bal at al 
‘enemy ets ul thy ας ded or i he 
mon is dyed. Mach ie he Guard Min, 
the atock mine become aly formidable 
Scher when cst ther level. 
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Bp crepe cnn errr ET 
Wizard Spells 
‘These are the bread and butter of your combat spell-casting. Let's just drop all the false modesty, 
shall wel Wizards are the ultimate adventures. Without us, the rest of you would be nothing! We 
{are nearly deities! YOU SHOULD BOW DOWN BEFORE USI 

‘Uh, pardon me. I'm back under control. You cam let go of me now. 

| might have gotten a bit presumptuous. However it is true that, when in combat, a few well 
placed wizard spells will often mean the difference between success and failure. 

‘But before you can cast them, you need to know them. 


Magick Items 

‘While spel are the bread and bute ofthe adventuring pay. magick tems have ther place. Many 
items willow the user o cast spells either of of ther mana or of ofthe item's mana, particularly 
useful ability for those times when mana might be running abt low but the monsters arent 
However, conserving an item's mana as muh as posse is always a good choice, since very fw 
items can be echarged 

‘What olows isa st of those tems with magickal proper, broken down int moe 
‘weapons, and general ters. Note that while many tems farmer provie thr protection by being 
‘magickal in nature, only those ems that havea spel effector that give unnatural bone other 
wearer ae listed ere 
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BR rr ait 


Armor 
‘The following is lit ofthe Magickal Armor to be found on your travels. 


[Mitral Hosen wil increase the speed οἱ whoever wears them, but they will sil ὃς limited by the 
overall party speed. Since only two of thes tems are known tobe at large inthe world, thei value 
might seem questionable. However there is one good use for them. If characters ar killed and only 
‘one or two champions are left to transport ther remains to the resurection alta then put on the 
hose, The extra speed wil help avoid monsters and considerably speed up the retum journey. 
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This shield isa great ite, as it not only gives 
the ability to teleport and cast the Reflector 

1 δῖ ἢ also doesn't require any mana and 
thas no changes. 
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Weapons 

‘Magill Weapons have one heck ofa reputation. Where would any great hero be without his 
famous magical blade of leaving! You ever hear seat epics sung in brooms about “Malik, 
‘wth he great magical socks, the Damless Pai!” No, you dont. So hee is your guide tal the 


{peat weapons ofthe realm, which you are going to need to acquire if you ever expect them to 
sing about you. 


NOTES 


Pagaviden 
es Tom wl tins bt ναὶ πρὶν 

gene pblene The stack bit and mana 

Sion mae a fie καῖ. 
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This isa valuable staf. First it allows healing 
to take place without the annoying flak pro- 
cere required forthe spel potion. The 
‘mana and feshield are added benefits. 
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Notes: 
‘This item can be fully recharged by being 
‘placed in the cauldron near where it is 
found, While the ποῖα ἦν ast 
are of the most power vary this 
‘really doesn't matter because there are 
Bley of them 
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General Objects 
‘Sometimes, even in the most common piece of ewelty or diy object, some magickal 
property might ik 

For insane icka cad, any cd 

‘ay, no oka it and put δκὰ in the dec 

This ones your ca, it αὶ 

‘See, there are magickal items everywhere. | like to call this the Deck of the Stupid Shill. Should 


NOTES: 
This box can cast Freeze or Haste and has 
‘one charge. 
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Produces ἃ weak light (Mana blossoms provide +15 Mana, but 
‘only tothe curent mana of the hero. They 
donot increase the total mana the hero 
may attain. Mana blossoms also have a 
small nutritional value. 
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NOTES: notes: 
This isthe blank fora Blue Steele sword, +6 Ante. 
‘which may be created by puting the 
Meteor Metal inthe Numen cauldron. 


‘These tondstools temporarily reduce +10 Mana, 
italy 20 to 30 points and raise strength 
by 20. 


NOTES: 


20 Vitality These maps, explained elsewhere in much 
‘more detail, help the party to determine 
\what iin ther immediate environment 
and can even summon minions to do the 


‘bidding ofthe party. 
Advanced Use of Magick 


“Theres very tet eally remember about the proper use of magick Now that you know the 
valable spells and magickal items, mos things are prety sl-cxplanalory | guess you probably 
think you are eat just ap up and go out fighting ight 

‘Wrong! See there, this is why wizards are superior to the rest of you, we tink things ou more 
thoroughly 

Lt goof my robes. 

Choke, sip. 

Οὐχ ake it back 

‘Abe If you are going tobe that way about it then. I gues wil ust get right fo the point. 
‘Allthespels are wel and god. but in life ninety percent ofthe spls you ar going to be cast 
ing are Ficbll, Accelerate, Health Potion and Guard Minion. 

Firbals are one ofthe mest consistent monster slayesin the grimore. Having one ofthese 
ready at every encounter just makes good sense. Very few monsters are able o take a goo fireball, 
rch δες a few fireballs 

‘Accelerate gives your fighters the jump-start they need to really hammeron any foes. 


oF 
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‘The Health Potions prety obvious. No matter how swat you are with the fireballs and 
‘Accelerate, you are ging fo ake some damage. 

[Now at this pint you ae sayin fo yourself, am buying this guy drinks to iste to this 
obvious stuf! Well, open your ears as I eam my tab. 

‘Give me some ground o stand on. ὁ δ of time andthe runes to cast Gund Minion and | 
cam rule the world, Asa matter ofa fac I dont cast Guard Minion al that much simply beause 
| fel tis inpumane todo tha othe monsters. If you get most of your party upto the point where 
you can cas this spel moderately wel you wil become invincle. 

Guard Minion biocks your enemies, pls them with lightning bats rom two spaces away 
and absorbs heinous amounts of damage. 

‘Now if you were an honorable chap, you would only use one or hwo ofthese creates now 
ad then oelp you out of ight spots. But are we going todo that! With the universe onthe line 
here! Heck no! Drop Guard Minions ik you are spreading sas eed. Send as many of them as 
you can proce into every ight that ook ike it might cause you to break anal 

‘The minions wil surround your foes and catch them ina ute destoying crossfire while 
getting underfoot to the point of creating imperrabe bain. 

‘The lower levels of this spel are bad enough. but when you gett the MON version it 
tascally the end ofthe word. Trust me on this: When you can cas at that level you aren far 
{fom eiement on te beach, with Dragoth as your houscboy. 


Bad Guys 


Ἷ Βα whole adventuring thing actly, might mot beso blak if i was just ὁ mater of 
‘marching upto the be taking your shot and seeing who came out on tp. But, unfortunately 
yeu not only have to slog though a plethora of taps, and other nasty bs, but you must con 
tend withthe rates. 

Some creatures spit ir some creates are wet and stim, ἀπά they never ser to be inthe 
proper onder to make if easy. mean, you deal witha slime creature, then you wouldnt mind dea 
{ng witha fre creature. now would you! Warm you up a bit 

‘Uniortunately they come in very onkr imaginable nd you just have to hack and cast your 
‘way though them. Herein my notes I havea list of every creature we came aos in quest a 
all the data Iwas abe to magically glean abou ther. I you would care fo leaf through i | wall 
‘make comments where appropri. 
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Archer Guard 
Habitat: Castle 
Hit Points: 420 
‘Weight: 110 


“These nasty creatures are the final minions between you and Dragoth, and they are just the kind of 
foe to ruin your entre week. Not only do they tay away from fighters and dodge anything fred at 
them, they also will use your own slayer arows, firing them back at you. These beasties are nolor- 
‘ously hard to kill 
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Attack Minion 
Habitat: All Areas 
Hit Points: 100-150 
Weight: 10 


“Attack Minions are summoned by spel and will 
attack all enemies in range and then disipate. 
The only thing to remember about these creatures sf et them do ther jb if they are on your se. 
Stray into thei lin of fire and you wil be hit by their bolts. 
‘On the other hand, when they are on the other team, Attack Minions are a real problem. They 
are fast and avoid mise attacks quite well. Poii-blank freblls ae one way of dealing with these 
creatures. Another ἕνην obvious, way to handle them isto set your own minions on them. 
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Axeman 
Habitat: Thicket 
Hit Points: 175 
Weight: 70 


First seen inthe distance, these creatures will how axes at you and then clos fo attack in melee. 
Some wil lo steal from you. Beware, it sn often you sce just ὁ few Axemen, they like ange 
‘ups. Guard Minions and close-range fireballs ae the best ways of dispatching Axemen, Close 
range fighting i not recommended, as Axeren do a great dea of damage with ther multiple 
ele attacks 
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Bad Merchant 
Habitat: Village: 

Hit Points: 1,000 

Weight: 110 


These merchants ar the shady operators ofthe 
merchant race. They buy and sell most anything and 

hhave a unique group of items of questionable lineage lo sell and are mare than willing fo buy 
smost anything, Obviously. attacking one is just as fothardy as tying to attack one of ther more 
‘upright kin, 
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Bat 
Habitat: Castle, Roof, Cavern 

Hit Points: 30. 

Weight: 10 

Cutie of ves ts wl ry tack ae 
tne bul feel envy ll 
let dfn ti hoes Dead Bs ae 
‘ble for those with strong stomachs and are 
wot vere ta pa 


τὰ 
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Setch/Carry Minion 
trom 0-50 
‘Weight: 10 


Fetch and Cany Minions are prods of one ofthe 
‘Magick Maps and were covered earlier in my tale. 
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Well. here he is. The demon αἱ the hear of the whole mess, 
The real problem with Dragoth isnt even his horible sl, it 
{sore the fact that he summons Attack Minions on a 
whim. Just give it up and go back to sleep. Trust me on this, 
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Bi carrer ee ern τ rr το 
Dru-Tan 


Habitat: Cavern 

Hit Points: 600 
Weight: 254 

νυ Τα ἐπὶ αἱ that bright and even ihe 

should defeat you, there isa goed chance he 

will shove you into apt instead of iling you. 

‘You never can tel. Rather reminds me 

of Zich 


τ 
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Habitat: Cavern 

Hit Points: 80 

Weight: 20 

Flame Orbs are magica creatures that wil 
blow themseives up in the partys midst given 
half a chance. The very rapid use of a DES 


EW spell ora Vorpal Blade will give you a 
respite from these living bombs. 
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‘Weight: 70 
Imps are basically a magically augmented ver 
Do] son af hi. They ae 0 uk th hey an 
steal tems right out ofan adventures hands. 
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Weight: 65 
‘Glops are slow and easy to kil. The only 
thing notable abou the lop is is habit of 
swallowing items ints tavels, 0 abways be 
sure to inspec a βίορ carcass fr possible trea- 


Magick 
Merchant 

Habitat: Cloud Clan Area 

Hit Points: 1,000 

Weight: 110 

Hard to find, the Magick Merchants are just 


‘what their name implies: They trafic inthe 
handto-ind Magical items 


Chapter 4: Bad Guys. 


Merchant 
Habitat: Sun Clan Village 
Hit Points: 1,000 
Weight: 110 
The Merduns tales who spa te 
μὰ κε ofan adceiing poy fa: 
‘AtaSing tem avr oasns ἐν 
etn se 
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Magick Guard 
Habitat: Village 

Hit Points: 1,000 

‘Weight: 110 

“Tis ste main aso ht ticking a me 
chant is suicide. These creatures will instantly 
and ecco lak joe wh es 
Ramone ote nde he Meron 
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Rocky 
Habitat: Cavern 
Hit Points: 150 
Weight: 70 
Ress among ite ites tat wl 
throw rocks at most anything in their vicinity. 
wee ἐκ Rosa sane in 
getting to Dragoth, as I will explain later So 
{bat st μὲ er wt king te) 
tempers fur chs 
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Scout Minion 
Habitat: All Areas: 
Hit Points: 100-150 


Weight: 10 
These minions are just wha their name 
implies. They scout ou the terior ahead of 
the party to desrbe what unseen dangers 
right iin the shadows. Scout Minions are 
«powerful ation toa party's iieligence 
sithering ably. 
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Skeleton 
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Ἐπ agree nn en et 
Spectre 
μονίας Graveyard 
Hit Points: 150 


Weight: 255 
Spectres ae the remains οἱ cursed sous. 
Because they are magickal creatures, most 
forms οἱ damage have very litle effet on 
them. Use Vorpal Blade or the DES EW spell 
to break the magick and send them tothe 
nether reaches where they belong. 
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Si 


Hit Points: 175 


Weight: 45 
‘Ofen found with wolves the Thi teas 
anything thats bolted othe for and 
‘many things tha are. Thieves duck into tan 
παῖς ona regular bss to tavel fo and from 
theirs. However the lucky adventurer 
‘who tacks the small rears to ther is 
wl find tht there is much booy secreted 
there. Thieves avoid mis ir quite wel 
Τ most fective meth of killing ther is 
ὃν fring large freuls οι using lange melee 
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Thorn Demon 


Habitat: Thicket 


Weight: 254 

ΠΕΡ Ως 
κυ λα μετ en 

‘they provide fine rations when finally felled. 


erooatB ag 
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Cree Gorgon 

Habitat: Thicket 

Hit Points: 350 

‘Weight: 255 

“Tree Gorgons tend to attack from out of 
nowt an i get mabe Fe and 
Tathing pecs er ete appenance A 
ack doe howeves φὼς aes 
tee gnosis at el pric 
Ini mer ely ro your Tm 
Deen as 


Digger Worm 
‘Habitat: Thicket 


Weight: 254 

‘And while onthe subject of monster cuisine, 
i's worth noting that Digger Worms make a 
fine sie dish for smoked Thom Demon 
steaks. However itis rather hand to hit them, 
ὡς they duck into the ground on a regular 
basis. Killing them requires quick reflexes. 
Further they have multiple attacks that can be 
quite damaging toa novice party. A great 
deal of care shouldbe taken with tis delicacy 
until your champion gourmets ae able to ea 
ἐκ opposed to being eaten. 
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Dark Vexirk 
Habitat: Castle 

Hit Points: 150 

Weight: 40 


you are willing to forgo the boon ofthe 
tes used bythe Vexirk they will et you 
sin your mission to kill Drago. 


Vexivk King 
Habitat: Castle. 


Weight: 50 
The Ves King wilds the Numen staf 
wich the main reason you wil be unlike 
Iy to leave the Vexik in peace. The Numen 
Sia, detaied under magic lems sa power- 
ful weapon which fires multiple age ireballs 
ata very rapid rate. The problem wih ths 
peat magic tem is that when you meet the 
‘Vek King he has it Fire resistances, 
eels to sy, very wel 
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Vortex 

Habitat: Thicket 

Hit Points: 100 

‘Weight: 255 

‘Staying out of the way of the random and 
hantomoge Vertes onl neo 
Foo σφεα ipl Noon 
imperative, DES EW or the Vorpal Blade 
Sul make shot wak fhe Vr 


“There ia simple rue for dealing with 
wolves: avi them. Wolves travel in pcs, 
meaning that you ae always dealing with ar 
too many tence. One wolf or wo i asy 
enough ocliinale, but a constant baage of 
them wal wear down a party ἀν πὸ time. 
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Weight: 90 
“These worms arent much ofa problem for 2 
strong party, but beware oftheir poison, which 
has felled many hardy adventure. 
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Weapons 


Wes net pie th ee hl he eeu wep 08 
meet those peae-mongess who go oul and protest all the tie. But wien swords are outlawed only 
‘outlaws wil have swe that’s the way | feel about it 

Every once anda wii, you jus ave fo go out and lay about youself randomly with a relly 
big plce of ste. Only way to keep the adrenaline Rowing ay. No fun til thera mb severed. 

But if you ae going to go out and relly create some wanton destruction, you nee the right 
tools. | mean, a potmetalSstunay night special is fine for a it of daggerplay her in town, but if 
you ae going out in the wiles, you need some hart core ste. With this in mind, let me present you 
‘my notes on arms and armor. 


Arms 
‘The following list is a compilation of every non-magickal item in the known world that you can use 
1o take the life of another sentient lifeform. 
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ae 
Soe) 


γῶν 
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PAE taste omc ie acta 


121 rent in the fabric οἱ space and ime. It 
chet te pion id ek we al eo et a i 


Chapter 5: Weapons 
| 
Armor 
The only major problem wth vn plenty of weapons isthe polenta ather rats to hve 
plenty of weapons also. To this end. its wise for even the most macho hero to be fully conversant in 

pret eget. 
Te flowing iss completed of al os pectve devices in he sino non 
gil nate 
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‘em 


ἐξ τ 
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ἀπ 7.5] Not με a heimet, but a fasion 
Es} statement. 
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m2 


ARS RTA 


ses” S| 
SS ISIE) 


πϑ 
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alge 


ΕἿΣ Sawa 


ΤΑΝΕ" 
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The Ugly Bits 


5 Se ΤΣ 
‘being briefed o aching up on our tans, depending on your point οἱ view 

“The defenses that have ben setup o gud the Zo Link re going to work aginst us now" 

{sled a yawn, 

“This means that we are going to have tops through the locke areas leading to the pts of 
the Zo Link. We must ind a key or solve a pz in cach area inorder to go on tothe next one” 

Tani’ voice stared to rise, and his eyes started το glow with that pela inner fie possessed 
‘only by tre heroes o the severly mentally unbalanced. Now tht | think about ithe former 
relly ἃ subset of the later. 

‘Anyhow, with his voice sing ke a Preston a ol he continued. 

“Think of each of these areas a a challenge: Not asa drudgery ora tap, but as away to rove 
ourselves! Aa” 

*Qlest” supplied Ravenblood sing at me. 

“Yes, a quest!” Tanic resumed. That’ just the thing! So les march smartly on to complete out 
fist quest” 

He rose ἀπά jute his chin out at what must have been a heroic angle. Then, with a flourish, 
he stare to tur the key ἐπ the door 

“Er excuse me” said Ravenbood. 

“Tanic looked back, annoyed. 

“Whats ithe asked. 
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Ravenlood nudged me inthe rb. 

“Second quest, don't you meant” 

“Tanic stared at him. 

ae 

"Well, you said we had to get out of each locked area, and to think of each one as ἃ 
quest, right” 

| could tell Ravenblood was having a problem keeping a straight face. 

“Yes, what of it?” 

“Then this impending quest would be the second one. First one would be getting out of this 
aca now woud at? 

“Well, we didn’t do all that much here.” 

“Does mate: You make «numbering ye. you hae fsck Can you sete hi 
torians later! What are they going to call the killing of the glops in the courtyard, now! The pre 
quest An itradon™ 

| suddenly realized that if this went on long enough, we would have to retire to the pubs to. 
argue the issue. 

“Tage with Ravenbond We owe it ate erations o get is hing right, numekaly 
speaking” | said. 

Tani was geting serous pred 

“Well, then, itis the second quest we are going on. Now, with that setiled, let's move for- 
wad on the second quest!” 

‘He started reaching for the key again. 

“Uh, excuse me,” t said 

“wht 

“Well, | am just wondering if this bit here should really count. You know! | mean, | am_ 
thinking that the door was locked from this side, more to keep things out. Particularly if you think 
about the fact that we found the key on this side, right there on the table.” 

“And what difference would that make!” Tanic asked. 

“Well, in that case, this bit really wouldn't be ἃ quest at all, and we should only count the bits 
between to lcd dors So this woud aut qs. man na gra acomplishment 
‘if you unlock your house door in the moming to go out, now is it!” 

Tne was sgn to flow this 

“So you are saying this should be the first quest.” 

pare 

“Right. then. Here we go. On tothe frst quest” 
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Bierce errr ὈἨ..-- -ς---.-..-- 0.0.0. 

‘With ἃ great flourish he started to tur the key. 

“No, now this just won't work at all.” said Ravenblood. 

“What's the problem now!” Tanic was practically screaming at this point. 

“Well, let's think this ‘only between two locked doors’ thing all the way out. What about the 
last bit, eh! You know, sooner or later we are going to have to fightin a rom at the end, you can't 
have a universe made up of infinite locked doors, now can yout” 

I shook my head solemnly. 

“Well, there you go.” Ravenblood continued. “Sooner or later we are going to have to fight in a 


place with no locked door on the othe sde. What then cht Probably some great heroic bate, and 
it doesn’t count as ἃ quest tall. Not between two locked doors, you se.” 


"So whats your point” The veins on Tans neck were bulging. 
“would say the quest we are going on ἐς ἐν point of fact. our second quest” 


‘Tani couldn't speak all that well at this point. He just nodded his head and started to 
tum the key 

| cleared my throat to speak. 

Tami let out an inarticulate scream of rage and spun on me, pling his sword. He stick tout 
‘with the point nary an inch from my chest. 

“Twas just going to say, second quest it is then, ehf* I gave him a quick, if weak, smile. 

Finally, he managed to turn the key and push the door open. 

We marched carefully into the thicket on the other side. Tanic was looking to the left and right, 
jating his jaw fst one way and then the οἵδκε making sure tat no mater what angle you viewed 
him fom, you would cach his most heroics at least half of the time. 


However he loked much less hero when a good sized worm-lik thing poke it hed out of 
the ground and suked his foot into its maw. 

“Worms!” he screamed, an started hacking athe ground with his sword. The worm, knowing 
the wrong end ofa swort blade when it sw one pint blank decided to go back underground Of 
‘course it red to take Tanks foot with it. Tac sturabied as his foot was pulled into ἃ hol. 

Tanic kept poking the sword into the ground. and Zilch sated looking around and rapidly 
found another worm trying to blindside us from from behind a thicket. He just punched it, and the 
‘worm recoled, 


“Nice res, wouldnt you say" Ravenblood asked me. 

“Tis beautiful view" | agreed. 

‘Suddenly a worm sprouted out ofthe ground lo Ravenboods lef and lunged for im. 
| fumbled for my rane, and ould se that Ravenblood was doing the same. 

A worm bit me from the side, felt ire shoot up my let thigh. 
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ch, upfront, was stil swinging lke a champion, but Tanic was looking abit the worse for 
‘wear Ravenblood look a couple ο hits from his worm and dropped his rune bag. As he reached, 
down to pice it up, he took a hit othe arm. 

We were getting mangle. 

“Retreat” screamed, and stared running forthe doo back to 
the shops. 


Ravenblood was right on my heels, and, I was surprise to note, Tanic was binging up the rear 
without hesitation 


‘We made it through the door ana I realized that Zich wast with us. 
“Duna spat. "We have to go back for Zich.” 

| stuck my head back through the door and yelled at him atthe tp of my voice. 
Zieh, retreat” 

He kept swinging 

| thought about t for a second 

“That means run away” ade 

Zilch was sil duking it ot wt the digger worms. 

| grabbed Ravenblood bythe collar and hauled him back in to help get Zich, 


Without much coordination, Ravenblood hooked Zich’s legs with his sf and I ctipped the 
sant neatly behind the ear withthe butt of my dagger as he fel. Then cach of us grabbed ἃ ey and 
hauled him back through the ate. 


“eaume wr THe ener. Duns at confit, αυνατς MAKE SURE 
“THAT YOUR PRETY MEMBERS ARE THING TOO MUCH DAMAGE, 


Zilch snored on the ground as we tended our wounds, moaning now and then as ἃ particularly 
tender spot was mended. 

“Oh, we'll just eat digger worms.” I sid sarcastically 

They are abit slimy but edible 

“Tic just looked sullen 

“I think that is more the digger worms line, don't yout" Ravenblood said. “Those humans 
aren't the best food, but one of them is god fora quick bite.” 
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“A minor sebck mumbled Tani. 

“Look. es lep oni and figure ital out inthe morning.” sid. “Then we'l make another 80 
ait’ 

Tani looked this fot. which was sweling qua δῇ. and nodded his head. Then he spread 
his bedrol and lay down, 

“Lthink | might need a few more supe” said Ravenbood geting upto hea for 
the settlement 

“Me too” | agreed. 

Ravenblod tossed healing potion to the supine Tancon our way out 

Inthe pub, we discussed the station 

“Wall this just isnt going to work” he sid as he finished a great draught of ale. 

“There has tobe some way of doing it. There wouldnt ὃς ballads of great heres ifthe average 
‘hero was getting mauied by digger worms right out ofthe gate 

"He looked at me sourly and tok a bite of thom demon steak 

No, there hs to be a way I said “Let's lok at what we did wrong.” 

{eld up one finge: 

"Fist you an | did't help. Now elie that dt scem such a problem αἱ fis bul then we 
{ot surounded. From now on we are going to ave fo jmp in with spels right fom the gt. 1 
sean, we could get hurt here.” 

{held up another fnge. 

“Second, we need fo have our runes ready when things get ugly. You saw how even when we get 
atacked we don't do so wel αἱ getting ou spells prepared on the ἣν This ist some magickal acad- 
ey class we are dealing with here. These are demonic monsters.” 


τ ἐξ ΞΕ τ τος τιν; ee 
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held up a third finger. 

“Last, we need to keep moving. We wer just standing there. Obviously. if we do that we are 
going to be monster food. If we manage to keep moving and cast and ack at the same time, then 
‘we might relly be able to do something impressive: 


‘EST METHOD ον flciTNG AND MOWWG ἐς TO USE BOTH THE MOUSE AND THE KEYBOARD AT THE 
‘SANE THEE. SWICE vou CAN OMLY GVE ONE CoNmAAND ATA TIME WITHTHE PONTER, 
ἕ |REPOSIMONING THE POOTER τὸ THE MOVEMENT ICONS MEAS HO ATIACS. | 
YOU ον MANEWER ETH OME MANO ὃν THE ARROW KEYS WOKLE USING THE OTHER HAND ON THE 
‘mouse τὸ courmot THe ATTACKS. Ths EFFECTIVELY DOUBLES YOUR RATE OF IRE 
[WILE ADVANCING, SOESTEPPING, Om RETREATING. IV TAXES ἃ BIT OF PRACTICE TO MASTER, 
{UT THE WERENT ADWAITAGES ARE OBMOUS. 


Ravenblood was none too impressed. but inthe moming I oulined ow plant thers ofthe py 
an off we went complete the second gs 

The ops vaporized with the fist frebll age, ane I was beaming. 

The digger worms fl fo our moving might and magick show. pated myself onthe back 

The thom demons mavld us so bly we were lucky fo get out without anyone dead 

That night in the pu with Ravenbood, I held up four ings. 

“Fourth, know when to fight. Those worms werent al that fs if we fad jus run right 
through them we might have been able to make i 


Nor om i αι γικαμιρυκῖ το UNOERTANO WHEN τὸ Rn A ALO HPORTNT τῷ KAOW 
ΨΡΕΝ NOT ΤῸ flciT AT ALL. AT LOWER LEVELS, THE THORN DEMONS AND WOLVES IN PARTICULAR 
HE POTENTIAL τὸ ET αν NTA ART OF YUNG ADVEATURERS AND HOTS DMT 
‘Hence, Suey pons artacx THEM, 
mat ces ur can non azoo cao oF oreNoMe cneruNES. HowEVER, 
WH SOME TPES OF MONSTERS STRNART PARTY AM WAL ROH THROOGH TE, 
Thonn Demons AND WOLVES ARE PARTICULARLY UNINTERESTED I THE MOVEMENTS OF RANDOM 
[AOVENTURERS AND, IF UIRMOLESTED, HLL OFTEN ALLOW THE SMART PARTY "Ἢ 
& ‘To SOAPLY WALK THmOUGH THER RANKS. HOWEVER, IT IS PARAMOUNT WOT TO ENGAGE Ὁ 
|) sw entarumes, ron Ts WL ORIG THE WRATH OF ALL OF THEM. FROM THE TO THE, SOME 
"MINOR WITS WOLL RE TAKEN AS THE GOD WOLF OR THORN DEMOW ATTACKS THE PARTY, BUT al 
‘THE ATTACK WILL OFTEN STOP A FuLL~fleDGED fica, “ae 
©) ‘Ste Doce MATER Β᾿ς EAL-T,ROING1 00 wTe ESS TE 
᾿ ‘EXPOSED TO A THREAT, THE BETTER. 
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Ravenblood protested fora while, bu, with abit more ale and eff he agreed that we could 
‘become regular kiling machines and let the pub confident. if wobbiing. 


‘The ned day we se off aguin. And right pst the door we ran into the worms. Two fireballs 
‘made short work of them. I smiled and we continued on. 


A group of laps, however proved a sight problem, in that we killed them loo quickly. 

“Well | think we are ready to get some of those thorn demon steaks, what say you all” Tani 
said happily as he cleaned the iat ofthe slops of his bade. 

“Ex they look abit are," sad 

“And tough sal Ravenblood. 

“Are we heroes, of wimps!” Tanie asked theorcally as he strode toward a δε! with afew 
thor demons milling about. 

‘We stopped just within spell range. 

“Olay. One, two, three, duck!” shouted ἃς prepared and hurled a fireball from the back rank. 
With a now practiced motion, Tanic and Zich ducked as my fireball whizaed over ther heads. 
Ravenblood's much smaller σθαι was right behind mine. 

‘They both it the lead thom demon, and he looked up from his shrub chewing For a moment 


took like he was going too back to chewing and jus ignore the bes irebls we could throw 
at him, Then he charged. 


"Duekl" | yelled as Ravenblood ana | hurd our dts. 

‘The poison darts, which had been s effective withthe glops an digger worms, jst stuck in 
the thik hide ofthe thorn demon. This was starting fo lok bad. 

“Then the thing was upon us. 

‘We danced to the lft ant the right. Tanic and Zilch hacked heroically but soon we were get- 
ting mauled pretty bad. 

Tani aed reteat ar started to backpedl. 

Ravenblood and I knew our cue. He went low and | wert high. and soon we were dragging 
the unconscious Zilch οἱ high sped out ofthe thicket and back to the door 

Back in the shop area, we lend our wounds. By now running away was getting fo be old hat, 
and no one seed very upset thal we hadnt won tis round. 

“Those dats aren't worth much.” I mudterd 


“Not against anything more dangerous than a poodle.” Raveniblood agreed wearily. 
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‘When we got range, I yelled “duck Tanc and Zich dropped fo one knee and my iba 
trlched from the air and few over their heads. Ravenblood’, however didn. Instead, a fant glow 
suffused ws al. 

“Aad what the heck was thal” Haske as we ran up to let Zilch and Tani sash on the ples 
thom demon, who sil had our das sticking out of is hide. Apparent it hadn't noticed them or 
‘bothered fo pul hem out. Maybe darts inthe hide were a fashion statement among thom demons. 

“Protection spel Ravenbloos replied. 

"Foo. Waste of good mana. We ae probably going to have to make another run a his now." 

He brated. 

“What do you meant” he asked. 

“Have you noticed that we aren't eting htt Ever ince we stated saying ight on our fet we 


jus aren't taking any eal damage. So you waste mana on some stupid Priest spell when we could 
have given the thom demon another frebl” I spt. 


oie 


Gif 


‘Our arguing was ct short, however. by Tac calling retreat. Raventlood and I performed what 
‘we bad taken to calling the Zilch Maneuver and hauled him out with us. 

‘On the third run we had to retreat again 

‘Ad on the fouth. 

‘As we were sitting around resting up for the fourth run, we dscused our distressing 
lack of progress. 

“1 dont see how they sell thorn demon steaks at al” said Raventood “i takes this much 
to kil hem, the things shouldbe worth 50 coppers a pice. We have fo be making a mistake of 
some sort.” 

“Wel think we will gett this time.” sai Tani, leaning against a wall and sharpening 
his sword, 

“Those things are unbelievably tough. A wonder you can ea the meat” I mumbled. 

“Diferent* rumbled Zilch. 

“What” Ταὶς asked him. 

“Different repeated Zilch. 

{ mulled this over 

“I tink he is saying that we aren't tng the same thorm demon.” 

“No.” sid Ravenblood witha sinking voice. 


“You know, was thinking the spots on that last one might have looked diferent. Bul | 
figured it was the light I said. 
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“Then we ar going to have to keep tis up until we luck out and find the one we ht before 
Ravenblood asked. 


“Guess so. Once a het stats aj he doesn't back down,” Tanic said, 

“There was much grumbling about this as we went to sleep. 

(On the next run, we finally ied one. But since we went over the carcass with ἃ fine tooth 
‘comb and didn't find our dots, i was obvious that we had indeed been fighting ἃ numberof fer 
ent thorn demons. But we had to get the darts back. 


τα ur ORANG WT TE και ἀκ RN STATES THE MABE POSTE 
ΠΟ), re re BR ARTO FcR 

RS το τς eee Se ge Seton 
‘AE WER YO ARE DEALING WH THORN BONERS, Ta POWES τὸ δὲ ἃ RLRAE, 
| PARE ETE ANTON eR 4S BEN SOL WTO OME FTE ERATE. 
"BUT AT THe LEVEL WHERE TS τς A PROBLEN, THE PARTY NEEDS THE EXPERIENCE AICUAY, 
"RY FA MOUSER LD WLS ADNAN THE SIL OFTHE CUO 


It took five more runs before we finally killed the one withthe darts in him, 


Aster we retrieved the darts, we stopped to practice some more It tumed out that many of the 
things I ad done in bite, and seen Zilch and Tanic do, rubbed of | started to get pretty handy 
withthe dats 


Keer ome ste PRACT AGKMST TREES POOR, ANO WORKING WT SPELLS 
Rerun ricimana, Wiaut 1 1S BORING TO JUST STAND AROUND PRACTICING, — 
ΠΟ πα Souomes Te sms εξ BORNE CoMRAT AND MROWES 65 
| We OVERALL PERFORMANCE OFTHE PART, LEVEL PROGRESSION I ORATLY MCREASED WH 
PRACTICE AS OPoSeD τὸ Just RoR COMMODUSLY. 
"so, rie row une HERS oR'T GET MOCH OF ἃ CAANCE TO CAST MAKT SPELL DUNNE THE 
| nage comes, 6 HST ΕΥ SEEN SPELLS CAST THEY ARE GE SOME GOOD EAS. 
Evrwastme os WA PRACTICE ALLOWS THEM TO GAM SLL LEVELS CLASSES 
"WAT ταν AREN'T ACTUALY USMG GURU CEA. 


Finally, with our belies fl of steaks, it was ime to continue with our “quest.” 


Maps and Stuff 


Level Overviews 


Tt. ‘maps show the overall view ofeach level. The levels run from 8, which is underground 
‘up o 1, the roof ofthe caste. Level 6 is ground level 


‘Dungeon Master IT: The Legend of Stultheey 


‘Dungeon Master ὅπ: The Legend of Shultheey 


‘Dungeon Master 86: The Legend of Skultheey 


Chapter 7: Mays and Φιαῖῃ 


‘Dungeon Master ὅπ: The Legend of Stulthcep 


Ghapter 7: Mays and Stuff 


‘Dungeon Master ὅτι: The Legend of Stullheey 


Individual Maps with Legends 


“These maps show each area you will rave though on your adventures, circled X's ae pis. 
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Map 1 Legend 


Ladder down facing north 
‘Table with one gold and bota 
Chest with two healing potions 
Altar #1 for resurrection 


» 


Teleport pad 


tat 
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Chapter 7: Mays and διμῇν 


Map 3 Legend 
Leet 7 
A Ladder up facing east F Ladder up facing north 
Β΄ Niche facing west with two Ladder up facing south 
Potions of cure poison H Green gem regeneration area 
© Door unlocked facing south 
Ὁ Fountain facing west 1 Ladder up facing east 


Strange gear device 
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Wap 4 Legend 


ἔπνει 6 

‘A. Fairy cushion regeneration point 
facing south 

Bainbloom regeneration point 
facing south 
‘Teleport pad and tech shield 
Steak 

Dump site for thiet 
Keyhole facing west for Moon 
key 

Locked door requires Moon key 
‘Two gold coins, unreachable 
Skeleton, horned heim, chest 


with two gold, suzerain, and 
scarab 


‘Money box with one gold coin, 
‘one copper coin 
Ladder down facing north 
Miche facing south with bone 
‘Altar #3 with scout map, Moon 
‘key, clan key piece #2 

Wall disappears when 
‘approached from east 

Steak 


P Crossbow, slayer arrow 


Wap 4A Legend 


Niche facing west with three 
potions of strength 

Huge boulder 
Ladder up facing north 


D_Wiche facing north with three 
Potions of strength 
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Rp aes ne eer rrr «“--- -- - τ τ-ῦοῦἍ 


Map 5 Legend 


Lava 6 

‘A Thief dump site, light/dark 8. Palmapple regeneration point 
shield facing west 

B Invisible trigger, releases more ὠΗ Palmapple regeneration point 
axemen facing south 

© Altar #4 with Energy key, Clan ὀ 1 Clothing shop window facing 
key piece #3 north 

Ὁ Shop guard 3. Weapon shop window facing 

E Armor shop window facing aol ced han! 
north L_ Keyhole facing north for 

F Palmapple regeneration point Exergy key 
facing east M Locked door requires Energy 

key 
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ἔπνει 6 


A Niche facing east with vorpal 
blade 


B One-way door, allows passage 
to the west then closes 


© Serpent statt 
Ὁ. Big crypt statue 
ε 
F 


Fire bomb 

Spirit cap regeneration point 
facing east 

Palmapple regeneration point 
facing south 

‘Small boulder 


RF 
Π 
Ε 


i 
I 
i 
i 


Bo VOEEr 


Map 6 Legend 


Floor trigger for tomb 

Tomb 3 facing south 

Floor trigger for tomb 

Tomb 4 facing north 

Floor trigger for tomb 4 

Unlocked door 

‘Niche facing north, hidden 

‘behind tapestry, with two gold 

coins, fury, guard minion, 

Ar key 

Z Keyhole facing west for Air Key 

‘AA Locked door requires Air key 

BB Bartering table with Gian key | 
piece #4 

CC Blood fountain with fire bomb, 
‘one gold coin 

DD Blood fountain with one gold 
coin 

EE Tall brazier, no guard | 

FF Magick shop window facing 
east 


<xeccd4 


6 Wall disappears when 
approached from south 

HH Door opens when approached 
from south 


15. 
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Map 7 Legend 

Lea 7 
A Stairway up facing south & Torso plate 
B Randomly opening gates H Armet 
© Foot plate 1 Button facing west hidden 
es ‘behind small boulder 
Ε Pir J) Wall disappears when button 
F Niche facing north with mana latessay 

ual K Chest with three red gems, one 

green gem, scarab 
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Be on ne rr υ ον 


Map ὃ Legend Ὶ 
A Pillar ΝΟ Wall trigger facing west, opens: 
B Tall brazier gate 2 | 
Ὁ Niche facing west with scroll, 0 Wall trigger facing north, opens 
keyhole for Clan key pieces gate 3 
facing south Ῥ Floor trigger, opens gate 1 
| D Niche facing west empty 4 Floor trigger, opens gate 2 
ἘΞ Locked door requires all four Β΄ Floor trigger, opens gate 3 
Clan key pleces 5. Stairs up facing south 
F Keyhole for Gold key, needed to —T _Wiche facing south with Gold 
90 back out Clan key door ‘key, minion map 
8. Skeleton, loor trigger closes ally Ladder down facing west, to 
gates and releases two ‘small room with 2 fire bombs 
firobalis from the north (once) —y_ Tempest 
Beek ove ecg ene W Invisible flor trigger opens pit 
| Floor trigger closes all gates ‘at one square east if tempest is, 
(unlimited) taken 
4 Gate 1 X False wall 
K Gatez YY. Miche facing north with crystal 
L Gates shield 
ΜῈ Wall trigger facing east, opens 
gate 1 


‘\ 
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Map 9 Legend 


Niche facing south with red 
‘gem 
False wall 


Niche facing east with combat 
staff 


Locked door opened with 
‘numen staff 


Stairs down to Map 8 
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Hy 


Dip τροστοταν ter rear τ πῇ 


Wap I Legend 
Loe 5 
A Fireball ports facing west R Locked door requires trigger 
B False wait wth 
© Teleport pad 5. Niche facing east with earth 
iN aie cee  ς νΑ foe nee ears 
slag ape T Keyhole facing east for Earth 
ἘΞ Niche facing north with ἈΝΤΙ τλοὶ els 
light/dark potyen lien 
| F Fountain tacing north ry 
Large gear 
6 Miche facing south with large y Enemy guard minion spot 
sear, eye of time 
Ἢ Locked door opened from north eet ee 
1 Keyhole facing west for large aioe 
‘gear opens door 1 Sar Nae wack 
4 tortor Seite 
oe ἐὰν ‘A Water gauge facing north 
door 2 
L Door 2 ΒΒ Fire gauge facing north 
M Keyhole facing west opens Locher te] 
door 3 90 Biue minion portal facing west 
Ν Door 3 EE Ladder down facing south, 
| 0 Keyhole facing south opens Pel τύ ησρῖττι sc 
door 4 Raised ladder up facing south, 
P Door 4 tunclimbable until later 
Ladder down facing south 
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| 
Map 12 Legend 


‘Lev, 6 
[A Latider up facing south F Huge boulders | 
ai Renaceice wet 8. Ladder down facing south, 
© Enemy guard minion spot bated 
Ὁ Stone pillar Ἡ Wall disappears when 
E Pyro mine cart facing north, soprencnes eis 
‘empty EE Teleport location from Map 13 


0? 
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Map 13 Legend 


eve. 7 


A 


Ladder up facing south, cut off 
and unclimbable 


Huge boulder 
Invisible floor trigger releases 
three skeletons 

Gate unlocke 

Greon gom regeneration point 
facing south 
Ladder down facing west 
Niche facing south with kalan 
‘gauntlet 

Green gem regeneration point 
facing south 

Green gem regeneration point 
facing west 

Green gem regeneration point 
facing east 

Earth key after dropped from 
boiler room 


Green gem regeneration point 
facing east 


'M Miche facing south with 


a 


-"» 


emerald orb 
Keyhole facing south for blood | 
key 

Locked gate requires blood key 
Green gom regeneration point 
facing north 

Green gem regeneration point 
facing east 

Unlocked gate 

‘Spiked walt 

Floor trigger starts spiked wall 
moving west 

‘Trigger facing east opens gate 
at once 

Gate unlocked from south 
‘Trigger facing north activates 
teleport field 
Teleport field to Map 12, EE 
Rockie regeneration area 


Φικμιῖκεεν 


Map 14 Legend 


F Skeleton with axe facing north 
G Invisible floor trigger causes 
cave-in one space south 
Ἢ Invisible floor trigger causes 
cave-in both here and at D 
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Wap 15 


Map 15 Legend 


Ladder down facing north 


z 
G Floor trigger activates 20 balls 
B Locked door requires Earth key Ladder up facing west 
Blue portals facing south and ——-1_‘Door opens from north 
ΜΕΝ J Wall lever facing south deacti- 
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.,»». 
Wap 16 Legend 
Love 6 
‘A. Ladiler up facing south G Teleporter field to A 
B Wall button facing west, closes Tech polyen 
wall one space north and opens 1 Wall button facing south opens 
wall one space west pit one space south and turns 
© Tech boots ‘on teleporter field one space 
Wall button facing south, bese: 
turns on reflector one space 3. Teleporter field to Ὁ 
‘west and opens wall allowing ὀὀ ΚΟ ΝΙΩΙ button facing north, 
passage to G closes wall at one space south 
ἘΞ Wall button facing west, (toggle) 
releases fireballs α΄ Ladder up facing north 
F Tech plate Μ Ladder up facing south 
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ἔπνει 4 


A 


B 
ς 
D 
ε 


F 
@ 


Ladder down facing west 
Pillar 

Obstacle device 

Niche facing east with scroll 
Keyhole facing north for 


Niche facing south with 8 
slayer arrows 

Keyhole facing south for 
vacuum fuse 

Locked door required vacuum 
fuse 
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Map 18 Legend 

hove 4 

A Scout map Ladder down facing south 

Β Wall lever facing south Ὁ Locked door requires Master 
(all levers open doors in up key, lock Is on door 
position) Ῥ Keyhole facing east for 

Wall lever facing south vacuum fuse 

Ὁ Wall lever facing south Ὁ Niche facing east with 

E Wall lever facing east eee 

F Wall lever facing east 5 pesos ας δεν αὶ 

8. Wall lever facing north 

Wal lever fooling weet 5 Loos oes et rae 

1 Door opened by levers Page alba aa 

J. Barrel with kalan gauntlet Ἐπ pee 

K Barrel with two fire bombs iw bag wens 

L_ Barrel with vacuum fuse iadal κούνια see 
Mp ee W Raised ladder facing south, 

τὰ ποῖ leer acne een ‘unclimbable until tater 
lowers ladder 


Ladder down facing south 
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Wap 19 Legend 


Leva. 3 


a 


Ladder down facing east 
Table 

Ram facing west 

Ram facing east 

Ram facing west, another 
facing south 

Ram facing north, another 
facing east 

Ram facing east 


mere 
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Ram facing west 
Ram facing north, another 
facing south 

Ram facing west 

Ram facing north 

Table with two guard minions 
‘Table with attack minton 
Table with guard minion 
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A 


Map 20 Legend 


Leva 3 


Sign facing south 


Raised ladder facing south, 
unctimbable 


Niche facing west with: 
empty lask 

Nich facing west with poison 
bomb 

Niche facing west with fire 
bomb 


Floor trigger, object sensitive, 
removes pits and opens door 
ate 


Locked door requires floor 
trigger 


Fury 
Fire polyen 
Male fire plate 


K Locked door requires Master 


key, lock on door 
Reflector 


M Floor trigger releases fireball 

Levers facing west, south, east 
all move reflectors, fireball port 
facing north 

Ὁ. Target symbol on floor 

P Ladder up facing west 

Locked gate requires fireballs 
to force open 

R Fire helm 

5. Fire greave 

ΤΟ Fire shield 

Ὁ Lever facing east, lowers 

ladder facing south 

Fire valve facing north 

Pipe obstacle 

‘Water valve facing south 

‘Sign facing south 

Billows gauge facing west 

‘AA Bue minon portal facing west 


ν“κε- 
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Map 21 Legend 

Leva 2 
‘A Latider down facing west 1 Lightining rod facing south 
B Locked door requires onyx key, 4 Lightining rod facing north 

lock on door ΚΟ Knife switch facing west, turns 
Water gauge facing north off igtning 
Ὁ Furnace gauge facing north L_ Suction trap on floor 
E Boiler gauge facing north " ce Sas at a 

key and skull key, when 

F Pumps gauge facing north tes} τε τ 
G Fountain facing south ἐπ — 
HW Teleport pad 


wr 


Wap 22 Legend 
Leva. 2 
A Raised ladder down facing 1 Attack minion 
south, requires lever 4. Dimensional portal facing north 
B_ Lever facing south lowers K Floor grate, also reflector 
ladder position tater 
© Knife switch facing west L_ Locked gate, opened from west 
activates lightning ΜΟ Keyhole facing east for Skull 
Ὁ Lightning rod facing south key, activates teleport field 
E Crystal device Teleport field to one space 
F Knife switch facing north north of ἢ 
activates fireballs Ὁ Reflector 
G Fireball port facing north P Table 
Ἢ Ladder up facing north, knife Ὁ Tall brazier 


switch facing west activates 
power for portal 


m9 
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A) aN 
Map 23 Legend 


tet 

‘A. Ladder down facing north 

B Storm lightning rod device 

Ὁ Blue medusa portal 
facing south 
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Shop Prices 
The ellowing lists show the prices of tems available in the various shops ofthe realm. The home 
village shops are located on Map 1. The other shops are located on Map 5, and the Magick Shop 
ison Map 6. 

The flowing sa list ofall the items το ὃς found inthe shops. as wel as their pies. The 
‘wholesale (W/ price is the price thatthe shop wal buy the item at. The retail pice (R) is what the 
shop wal sl for 
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Nuts and Bolts 


᾿ΕΝ ΒΡ 
Fear fom it 

‘You must understand that everthing is referenced ina number of ways. We have firs, the 
problem of how to break things down. The best manner of dealing with this isto fallow Tan's 
{oti quest idea. You cannot escape each area until certain jobs are accomplished finding of keys, 
solving of puzzes, that sort of thing. Hence, we wil teat each of these fobs as aquest. 

[Next there are many references to the maps I dew on my μανεὶς, Since there are several 
‘maps. Ihave referenced them numerically. Looking atthe maps in the previous chaplr, youll see 
thal each one s numbered and letes are use o mark items and pints of inlrest onthe maps. 
‘When Iam talking about specifi spot I wal ve the map number and the lelter. For instance 
“VA. would be map one, location A, which happens to be the ladder down to the Hal of 
Champions in Ques 1. 

‘You se. itis al really quite simple. That snot o say thinking these things out thirty 
work. Barkeep 


‘Dungeon Master IS: The Legend of Skultheey 


Overviews 


{ ‘THESE ARE THE OVERVENS OF THE QUESTS. 
Dow's worn asour eons THEM RCT NOW; THEY WR BE REPEATED 
ΤΠ κα We TALK ABOUT τας PARTICULAR QUESTS. BUT TS WL HELP GE 


‘Quest 1: πῶ bes bes. τρλ sbeps: ὅρος ts Gu 
key door to escape area 1. 

‘Quest 2: Acquire all items from the Lightning attar, 
defeat various nasties for food, open the 
Lightning door to escape area 2. 

Quest 3: Get the fairy cushions, get the toch shield 
to teleport, avoid the wolves, acquire all 
'tems from the area, open the Moon door 
to escape area 3. 

‘Quest 4: Defeat the thieves and axemen, visit 
three new shops, acquire keys from the 
Energy altar, open Energy door to escape 
area 4. 

Quest 5: Temple quest: navigate through the 

cemetery and tree gorgon areas, visit the 

‘magick shop, acquire necessary keys, 

‘avoid moving pit traps, defeat the mum- 

mies and spectres, acquire armor and 

‘gems, get the last clan key piece. 
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[Ps aa ay, 

Quest 6: Enter the castle, solve a gate puzzle, 
use the minion map, defeat the Humen, 
play with the cauldron, use the minion 
‘map again, remove the tech eyes, gather 
Items, solve a door puzzle to reach the 
boiler room. 

Quest 7: Descend to the castle catacombs, defeat 
various nasties, retrieve the Earth key, 
‘save the rockies, get lots of gems and 
‘weapons, return to the boiler room. 

Quest 8: Optionally navigate the imp maze for 
armor, disarm the pit trap, deat with 
archer guards, get lots of slayer arrows, 
acquire the master key, solve a locked 
door maze to reach the pump room. 

Quest 9: Use the cross key to go up, blow up 
tables, negotiate a maze with rams that 
push you into pits, reach the valve room, 
solve the reflector puzzle, acquire lots of 
items for the last battle. 

‘Quest 10: Solve ἃ key puzzle, get reflectors from a 
store room, position the reflectors, acti- 
vate the devices (which may require a 
trip back to the catacombs), enter the 
dimensional portal. 
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Quest Breakdowns 


‘Now I wl ry to tell you how to accomplish your goals 


Quest 2 
‘Well, with some steaks in our belly and our combat system seeming to work pretty well, there was- 
ΠῚ any real way to avoid getting on with adventuring in eamest. 

80 off we went int the wiks of what was. we had agreed, the second quest. Almost all ofthe 
‘creatures we needed to worry about were killed in our former attacks. The only remaining creatures 
_were the thom demons, which seemed to multiply more quickly than we could hope to eat them. 
However they pretty much stayed in the glen to the north and left us alone to poke about, experi- 
‘ment, and write things like “Tanic was here” on the walls of the castle, 


‘Moving north, we came across a door. A slashed keyhole sat off tothe side. 
“Tani pushed on the doe but i stod fat 
“Locked,” he said looking at me. 

Hooked buck 

“Wel, you'e the wizard,” he said. 

| snifed, 

“We've had this discussion about doors before” eli 

He smirked. 

“You can't open doors can yout” 

| kitted my brows together imperious. 


"Axe you insinuating that with my great powers I can't open a mere doo if it wast forthe fat 
that | elt doing so was beneath met” 


‘His smitk widened. 
“Yeah, that pretty much sums it up.” 
‘We stared at each other for long mite. 
“watt” 

“Well what” | responded. 

“Can you or can't your” 

“What!” 

“Open the door” 

‘Well εἰ not precisely, ποῦ 
Ravenblood snorted. 
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“Grea, the wizard cant open the door This is prime” 

“Sohow are we going to get pst it” Tac asked. 

“Dunno, must bea key somewhere.” said Ravenblood. 

“Thats it said Tani. Justa mater of finding i” 

‘And off we went. 

‘Near the door there was ladder down tat looked promising. However we did’ find a 
ey inthe hole at he bottom of the ladder But there were a coupe of cure poison potions and a 
reat ge. 

‘On the other side ofthe gute were a number οἱ bts. 

“Late bats” sad. 

“Wall then. guess weil eave the gute closed forthe moment. now won't wel” Tae sai 

“Nice place to rest, though,” Ravenblood ake. 

But there was no key. back up the Ladder we went. ith afew minutes, we hid explored 
the whole are from the edge ofthe thom demon fied othe north, αἱ the way down toa myst 
4 door othe south tht refused to open and had no keyhole. 

Don think I did't get few more great wizard jokes αἱ that point 

Finally it became obvious thatthe key othe fst door was going to be ether beyond the thor 
demon glad or withthe bats. There were some other ladders going down, but by pacing it of, we 
figured out that they must descend into the underground bl aea. 

“Bas or thorn demons” asked Tani. 

“Bats” Zilch replied. 

“Bats” sail Ravenblood. 

“Thom demons” | whined. 

“Bats its” said Tani heading down the nearest ladder, which was north ofthe safe adder we 
had found ear 

“Late bus” I uitered as we descended int the darkness. 

‘The bts attacked witha fury, but we cast spells on ther and Zilch began his normal monster 
bashing. 

Inthe distance, from the dim lights given off by our magical illumination, Tani thought he 
sew something. 

“West, double time.” 

‘We sprinted through the bats and found ourselves practically stumbling over a green gem 
«embeded in the wall. made a lunge frit but Tanic waar quicker. There was brie srugele 
He ended up wath gem 
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Inthe scufe, one οἱ the bats nipped Tani. before Zich smashed the bat with his hamelike fi. 

‘We made it back up the ladder without anyone king any more damage. 

“Well that που it think fel abit —“ Tac sat down on the ground abruptly. 

Ravenblood ran upto him and led back an eyelid 

“Prison, Must be the als” 

Ravenblood ook out one ofthe vals we had found inthe caves and poured it down Tani’ 
throat. He came around rapidly. 

“Thank you, Ravenblood.| thought that might be the death of me” 

Ravenblood just looked at him, 

“The hypochondia of you, mor key. You shouldbe able to keep going about forever through 
‘bat poison. just gave you the cure o get the extra ask” 

“He ture and walked away. 

became obvious that the key if key there was, was going to be inthe sade withthe thom 
demons. 

“Gaal. We had enough trouble killing them befor, and it seems like there are more where 
those came fom” lamented. 

“Avoid said Zilch, 

| sated watching the thor demons more closely. They did seem slow. It might be possible to 
rum around therm. 

“Good plan. Lets just zp around them and take a ite look se, shall we!” 

“Tanic took ο οἱ ἃ παν andthe rest of us followed It tuned out fo be pretty simple gotten 
con the shoulder but the damage was mine. We jut stayed to the outside f the demons area and 
made tal the way around 

‘Atte tp of he glade we found an alta: On the altar was another Magihal Map, the one 
that showed the magickal enhancements. There were als some mana blossoms, and not one, but 
two keys. We ran back out 

“Well. now we have wo keys, eh” said Tanic. Is that a bargain or what! looked osely at 
the two kes 

"No, we have one key and one pice ofa key. A dan key. unless | miss my bet and a complete 
lightning key.” 

Tanic looked atthe two and shrugged. 

“Wil it get us through the door” 

Yea. the lightning key looks like it wil it 

“well then let’ get on with i> 
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Dr nee nearer εν αι 

‘We went fo the second door and checked the key in the lock. lt worked. A small cheer went 
up. We had completed the second quest and — silly motivational tol that it was — the whole 
“quest” business did make us feel like this prt of the trip was an accomplishment 

Ἵνηὶς started to stride trough the door. 

“Ex don't you think we ought to wait” I asked 

He looked at me menacing. 


“age.” said Ravenblood. “We need to rest and practice ἃ δ. Look, the ladder is right ere 
‘what say we nip down there and rst some. Looks secure enough for me.” 


Tanic weighed it and finally nodded his head and climbed down the ladder 


Ouse 
Objectives: Acquire al items from the Lightning altar, defeat varlous nasties for 
‘00d, open the Lightning door to escape area 2. 
‘See Mars 2 oxo 3 δὴ τᾶ wx Pact. 
Once outside the shop area, you will encounter many more monsters to deal 
with. Fight or evade your way north until you see the Lightning door, then go 
down the ladder at 20. Aside from the castle entrance, this Is the safest place to 
‘sleop in this area, plus you will find ἃ couple of cure poison potions here, Leave 
‘he gate closed to keep bets out. After heating up and maybe getting in some 
‘target practice on the gate, go back up the ladder and venture north again tothe 
‘thom demon area. For now, don’t provoke the thorn demons. They might push 
yu around some and take ἃ swipe or two, but it's falrty sate to walk quickly 
‘round them and collect the numerous items tying around. Go down the ladder 
at 21, run north to grab the green gem at 3H and go back out before anyone gots ἢ 
‘poisoned. Now move on to the altar area, avoid the whirlwind, and gather up the ἢ 
atta tems and mana blossoms, Go back to th lndder at 2 to rest and practice ἢ 
‘underground, then climb up and untack the Lightning door. 
‘ote that the green gem regenerates, though at a very slow rate. When 
‘comming through the area to go back to the shops, stop and check whethor this 
‘gem has returned. 
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Quest 3 
‘Wetted though he door eyes and ears wide open for danger. This quest wat ily to be more 
difficult than the last, mainly because | was running out of ale. 

Right away a digger warm popped ou ofthe ground only to met the wrong end of Zilch’ fi. 
ich was geting quite good a dispuching digger wees. 

We found ourselves in a long, shrub-lined corridor. We walked a bit, and no one much noticed 
when Zilch dispatched another digger worm without effort. 


‘However Raveniblood was keeping his eyes open when, about halfway along the lang shrub- 
line, branched of 


See that” he whispered to me. 

| ooked where he was dandestinely pointing. 
"Yes, looks lke a thor demon pat to me.” 
“Worth a small mint” 


“Thor demon pts must have stepped ina ton of them back when we were atthe Lightning 
altar If only you hd fold me sooner —" 


No, you fraud, What is growing on it” 

Hooked close. 

“The mushroom 

“That nt just ὁ mushroom. It's fairy cushion. Wath about fit coppers.” 
"ooked atthe thom demon pat with more respect. 

“Filly copperst Your sre” 

“Well depends onthe season and all but thats about ight” 


‘We tried to look casual as we went over and inspected it more closely. Ravenblood picked it and 
put iin a small pouch on his δεῖς. 


“Hey, thers another one,” aid. 

| walked abit to the eat and picked the one I ad spied. | puttin the pouch at my belt 
“What are you doing” sid Tani staring at me incelously. 

“Uh, I could seea good dea of ale money going for something ily lke supplies and armor. 


“Thom demon dung. Important magickal component. A must-have fr the spel of shill-shucking, 
you know” 
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es that’s why I wil never make it far ἐν magick. Cve me god cen fighting blood 
any day.” 

“Well, different strokes, you know,” | smiled. 

He jut shook his head, and right about then got blindsided by a fourfoot man moving faster 
than it would seem possible. 

The bow did appear to hurt him much, 

Tanic spun. 

‘Sec ere” 

‘The little man was already practically across the clearing. 

"Well, | have ἃ mind to, he reached down to draw his sword, and his hand came back empty. 

"The little bugger took my sword! Catch him!” 

We ran after the dwarf, but he was much too fast for us. Finally he just disappeared around ἃ 
‘bend at the end of the glade. We continued running, but came to an abrupt stop when Tanic fell 
ead over heels, 

“Argh” 

ΤῊ jumped up with a look of murder in his eyes, but then looked down at what had tripped 
‘him. His eyes narrowed and he picked up a shield that had been laying on the ground. 

“Oh, nice!” He hefted the shield and swung it around a bit. 

Then suddenly we were back at the village, standing amidst 
the shops 

| fett my stomach lurch, 

"What the — 1" 

Ravenblood ran up and wrenched the shield off the still-stunned Tanic. 

He examined it closely. 

“ust as | thought. Tech shield. Don’t go swinging this thing around.” 

Tani protested. 
only 

"You only pressed this button here,” Ravenblood said. “Yeah, | know. This is a tech shield, oaf. 
Teleportation powers. Handy when you know what you are doing with them. Since you found it, | 
sues iis yours. Bu | woud srongly advise you not o ouch any ofthe buttons une el you a” 
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Tani looked ike e was about o reply in his own defense, but though! beter oft before he 
‘pened his mouth, and just noid instead. 

‘The group went oft hil he shops, and I sipped away to the pub, where I gota bil more ae fo 
fill my nearly empty pouch. And while {was there. it woul have been a shame not fo havea ew 
forte oad. 


By the time I stumbled out ofthe pub I was more than a litle happy. Then I saw him. 
| pointed. 

“You..you.thie | accused and hefted my staff into ἃ striking postion, 

It. was the fast wat from the thicket, 


He just sme and, quicker than lightning, plucked the staff out of my hand. He cacled and 
ran of 


| sate running afte him, shouting, 

‘Soom theres ofthe party caught up with me. They mast have hea my yells 
“Whats your problem” Tani asked. He was looking spin anew beast pla. 
Ravenblood crinkled up his nose. 

"He's pote hat’ what his problem κ΄ 


| shook my head vigorously which ad the interesting eet of unifying the hwo Ravenblood’s | 
‘was seing into a single one. 


“Sober as. priest” sa 
“Well there you go. He pleads gully” said Tan; laughing. 
Ravenblod ἰοοκε unarmed. 

“That ile thie” sad. "He's ere.” 

Tani looked at Ravenblood questioning. 

Ravenblood shrugs 

“Could be. Might have gotten caught inthe eee ofthe ech shield” 


Zilch growled and started running, We αἱ followed his path with our eyes and saw the thie off 
inthe distance, hiding beind a table. 


‘We dosed in on him, Ravenblood and I readying spells as we ran. 
‘When we got dase to him we yelled “duck” and fied, point blank. 


Wall it wasa long and arduous bil, since the lite sy was 50 fast But finally we led him, 
‘My staff wasn on im 


"Look around,” sad Ravenbiod. “He haste have hidden his gains around here somewhere.” 
‘After searching fora bit. we finally found my staff. 
“Ab. there we βο "1 said happily. 
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“still don’t have my sword back,” Tanic muttered. 

“Okay. Let's rest and then go back to the area we just came from and look for your sword,” sug- 
‘gested Ravenblood. 

“Tanic sulked a bit. It was obvious he wanted to search for his sword right away. 

"We hve to get ou υεῖς bck none Tani. Be resonable I was serous starting fo won 
der wh was ending ths party 

“Tanic nodded his head, and we all set up camp and slept. 

‘Well, maybe | did spend a few more minutes in the pub. But only a couple, 

‘The next moming | had a terrible hangover, and the teleport back didn't help much at al 

iter searching the area rather completely, we came up with Tanic’s sword. He retumed it to 
‘the sheath on his belt with a happy sigh. 

Around the same area there was another locked dot which was not a surprise. 

“Well, the only direction we haven't checked yet is that dogleg north of here going east, Let's 
go. Τὶς said. 

And off we went. 

As we walked along the small pathway between the thickets, Ravenblood spotted another pair 
of fairy cushions that seemed to have sprung up in the same places as the set we look yesterday. He 
‘grabbed them both and put them in his pouch. A bit further on he pulled another plant | had never 
‘seen out of the ground. 

“What's that” | asked. 

Bainbloom,” he replied. “Magickal in the extreme. Did you sleep though the mage’s academy!” 

‘Actually, Natural Herbs was an early moming class, and for various reasons that | don't need 
40 go into now, I never tended to look and feel my best before noon. 

| just scowled as we continued on. 

By the time we caught up with the others, Zilch was climbing down his rope into a pit 

“What's thist” asked Ravenblood. 

“Wall, we found this pit, and we are going to check to see what's in it” said Tanic, 

Ravenblood and | followed Zilch down. 

the bit, Zikh was moving agra! bouder that locke half the oom. 

‘Ravenblood looked down and saw ἃ trio of vials on the ground. He picked one up and looked 
at tbr. 

“Thisisastength potion. Zich ths might help —" 

Zilch gave a great grunt and the rock moved out of the way fo uncover a corridor. 

“Never mind,” Ravenblood mumbled, putting the vials in his pack. 
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‘Tanic entered the hole at this point, yeling and sliding down the rope faster than I had ever 
seen anyone move exept for feling. 

“Wolves!” he exaimed. 

Ravenblood looked οἱ him milly. 

“Big fighter ike you can't la couple οἱ dogs” 

“Shows how much you know. Mr Smart Pris. Wolves run in packs. You swing on one 
and he hows.Wel then you are fighting dozen of them. No, much better to jut slay out of 
their way 

Ravenblood jas shrugged 

Zilch was heading down the comidor he had uncovered. and we al followed him. 

‘Ai the end ofthe comid there was room with more potion anda ladder up, 

Ravenblood examined the two potions. 

“Strenath he said handing them tome. put them in my pack. 

hich was starting up the Ladder, 

“Think we ought to rest here” Ravenbld asked me. 

{ noxkled my head yes and clipped Zich behind the ear again with my staf, He fll uncon- 
scious othe ground. We urd his bdo! and put him on i. Then we αἱ slept fra few hous, 
ol up and horse around abit with spells and potions, slept some more and Finally climbed ack 
nto the upper wor 

“The wolves were everynher: but Ravenblood. with his keen ey, spotted a bone ina niche. 
He went out of his way fo gett 

1 got ripped bya wel, and took al of my second not ory the bes. 

“What are you doing playing with that bonet” 

He just shook his head sadly at me and hued the bone off into the distance 

| watched in amazement asthe wolves αἵ an afte ἔς 

“Brillant” 1 said as I watched them go. 

"Don'ts stand there" He barked. “They ae going to bring it back* 

‘We hustled around the next tad of tres and found an altar there. On it was the expected 
ἀχ tis one inthe shape ofa moon. There was also ancther Magickal Map anda piece ofthe 
paral key Iwas carrying. | tthe two together We sill needed at least one mae pce. 

We headed back eas and found a poor soul who hadn't fared as wel οἱ the hands of the 
wolves: Among his remains, however there were a numberof tems. We didn't take the time to 
look at them, as Ravenblo started to complain. 

“Myarm geting tired rom throwing tis bone. We need o rest” 

“There was a nearby pit and we lowered oursves ino ito est. 
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Chapter 8: Ruts 

Inthe pt we went hugh the things we ha found: em and sme jews detec th 
the jewely was magical 0 ook. Ther was a sre money, bt I wast cncered wih 
that when the ext magickal power wes geting fom the jew 

“The ns dy. even though we a he hey we ccd acl Tani eee —focontinie 
searching the ar, whch proved rll. We ound othe northeast some seas and a csow 
wih afine aw oni. Then we rated another ight and with more eatin than exciement 
proceeded though the Mon doe 

Quest 3 \ 


Objectives: Collect the fairy cushions, get the tech shield to teleport, avold the | 
wolves, acquire all items from the area, open the Moon door to escape area 3. | 
See Mars 4 s00 4A on rate 203. 
1d Wn three runs. The first run requires quickly 
two fairy cushions at the 4A locatt 
the teleport pad at 4C where a tech shield lies on the pad. 


buy better equipment, and heal up. Go out and slay the thief since only 
‘one over comes to this area, and remember that he puts items stolen in 
t IL. This is good practice for dealing with monsters wi 
items. Also, Champions getting killed in the process (s no problem 
resurrection altar nearby. Once the area is secure, ite 
the party is healed and prepared, begin the second 
jack. Hopefully, the fairy cushions have regenerated 
(if tho party has done some steeping), so grab them, then move east 
into the wolves’ area. Grab the bainbloom at 48. As with the Thorn 
Demons, provoking the wolves is not recommended even though they 
attacking one outright causes them to how! 
and brings the entire pack to slay you, which they easily can do δὲ 
this stage. Maneuver as quickly as possible to the first pit around the 
corner, face it without falling in, and use Graen's rope to descer 
safely down. Gather the strength potions in the niche, Drinking them 
Is not necessary to move the boulder, just keep trying until it moves 
two spaces. 
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Ζ ‘Quest 3 (com) 

Grab more potions atthe second niche and rest/practce as 
‘since there are no monsters to deal with here. Take the ladder up, and move 
‘quickly west to 4L, where you can grab the bone in the niche. This nifty Item 
eops the wolves busy. Ifyou throw It, they'll go pick it up and bring it to you, 
attacking ess offen. As before, try not to provoke them even though you'l get 


‘chest can both be worn in the pouch, giving the wearer a 15 point (total) 
mana boost. 

Now for the last rum: Go up the ladder and head west again, this time all the 
Way around to the altar. The wolves should still try to bring the bone to you, 30 
‘keep throwing It. Grab the stutt, go back to the ladder and rest if necessary, 


then leave the area hy taking the corridor leading to 4H, where the wall of 
thickets will disappear and lead back to the thorn demon clearing, which now 
contains some new items. Head back te town to rest and barter with the shops, 
‘then teleport back and kill the thief who might or might not have regenerated. 
He hides his ill-gotten shinies at 4E. Recover stolen items and rest before 


| 
| 
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Quest 4 

‘The next quest was actualy quick work. On the other side of the door were some digger worms 
and a couple more of the thieves, but we dispatched all of them fil easily though we did sop to 


rest once, 
To the orth, we found the thieves’ belt ol. It held yet another nice shield, which Zilch 
took 
Then we went fo the fleport pad and use the shield to run back to fown and rest up abit 
“The one interesting thing we dd run into, however was the axemen. 
“Look at that, now, wil you” sid Tani. 
A group of humans were crossing the sla toward us 
| wondered if they might have a spot of ale on them. 


“This thought was cut short when they started using aves at us. reat sharp things, they 
were. 


“Altackt” Tanie yelled and started to run forward. He was brought up short by Ravenblood 
srabbing the back of his cloak 


“You might want o think this cut” 
“They ae attacking ws” 

Ravenblood picked up an ax ner his ep 

“These things are worth sox money bck in town. Let jst collet them and teleport back” 


‘Tanie stood indecisive for an instant, but Ravenblood and | were collecting axes as quickly 
aswe could. 


Finally, Tanic gave up and stated helping us. 
Right before the axemen were up us, we ran back to the teleport pa and retumed fo town, 


Having νοὶ the axes fo a prety perm in the shops. we wen back fo the glade hrc times, 
sting the fools τ thew their money a us. 

Finally. when they ran ot of aes, we had Yo dispatch them thnk we wer al rather 
sad about it until Tani accidentally pres a button nea the altar and let out another Hod 
ofthe creates. 

Al was oy fora bit as we started our axtrading ring again. but al good things must end 
And this group οἱ barbarians an ut of aes finaly, but sil ried to fight. 

‘After polishing them of, we rested fora bi te heartily and talked about tying to tart a 
‘worldwide axtading empire. 

Itturs out the axemen hada small witage aed we traded therefor some ems that were 
cheaper than those back home. And finally. we proceed through the door o our next qu. 

‘Yes, twas a right time for us, but things were not fo be as easy afer this. 
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Ouse 
Objectives: Defeat the thieves and the axemen, visit three mew shops, acquire 
keys from the Energy altar, open the Energy door to escape area 4, 
‘Sse Mi 5 04 Tw μετ Pas 

Beyond the Moon door are the usual worms, 2s well as two more thieves to | 
deal with. By now the party should have plenty of practice and lite difficulty | 
kiling the thieves, δῦ, since they follow you around more than other monsters, 
take them out to prevent future thefts. Their damp site a 5A has a nice shield in 
{t, 50 grab i. This Isolated area is also a good place to trap them ia with Guard 
Minions, I the party's spell-casters are proficient with this highly useful spell 
Proceed south to the teleport pad at SK and port hack to town to rest, then port 
back and enter the axeman area. At first, defeating the axemen isn’t as impor- 
tant as collecting the axes they throw. Keep the scout map active, keep moving 
and picking up axes as you go, and recover the ftems they take from you at thelr 
‘dump site, which is one block north from the axeman trigger at 58. Be caroful 
‘not to get trapped by them because they might be too powertul for the party to 
handle. Set an occasional Guard Minion to weaken them and escape baok to the 
toloport pad to sel the axes in town, Axes sell for 96 coppers at home, a8 
‘opposed to 22 coppers at the weapon shop near the axemen. This is an excel- 
{ent source of income for ἃ party stl lacking in quality wares, so make several 
| trips. Once the axemen have been cheated out of their weapons, they're much 
‘easier to defeat individually with standard hit-and-run tactics. Remember that 
an invisible trigger on the westside ofthe altar releases more armed axemen, 
‘50 wat untl the ones already in the area are dead before adding to thelr num- 
bers. Spend your hard-earned cash at the new shops, feast on palmapples, rest, 
and grab the keys from the altar at your leisure before moving on to the next 
st Dont forget ἐν καὶ. 
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ae τἰἨΗΕ een ns emerge 
Quest 5. 

By etme we were on this gust we hid the whole process down toa rather bring rutin. 
‘We ran in, kept jogging, and killed anything that got between us and the way out of the area. 
‘Not much of an effort really. The jogging was annoying, but we rested frequenily and headed 
‘back into one of the two villages at the slightest excuse, so the ale bag didn't run dry. 

We ran inthe ara and printed stag ino 2 minion, bt it fok al of two mints to ς᾽ 
‘patch the pesky bugger. Then we found ἃ vorpal sword for our trouble, Zilch, who up to this point 
‘had shown no real interest in using weapons, decided the vorpal sword was his kind of weapon, 
and without comment ng it over his shoulder 

‘The next place we stumbied into was a cemetery with some crypts and a statue in the center, 

| looked at one of the crypts and started toward it. 

“Wouldn't do that if | were you,” Ravenblood said. 

“People get buried with all manner of treasure,” | told him, trying to make up for my previous 
lack of botanical knowl. 

“Spirits don't like to be disturbed,” he replied. 

{put my hands on tel fone ofthe ry 

“You listen fo too many wive's tales,” | said as | heaved on the lid. 

The spectre that emerged took what | felt was an entirely gratuitous swipe at me. 

Being the brave hero that | am, | dove behind Tanic. 

“Begone foul beaste,” shouted Tanic as he drew his blade and... 
dt nothing. 

Not, to give the fool credit, that he didn't try. However his blade simply passed through the 
apparition. This sort of thing could give an adventuring type the wiles. 

| rolled left, pulled up my runes, and launched ἃ fireball. 

‘The spectre might have been amused, but it was hard to tell, seeing as how it was just 
ἃ floating robe. 

“This was stating to lok iy 

“Tani took a robe to the head and stumbled back. 

‘Then Zilch ran in from the side and cleaved the thing at just about the same time that 
Ravenblood fired off ἃ spell. Between the two of them, they hurt the undead beastie pretty badly. 
{na few moments, the two of them had finished it off, with Tanic and me just watching 

inamazement. 

“How did you do that!” Tanic asked Zitch. 

“Hit it,” Zilch replied. 

“Well, {hit it too.” 


Master ὅσ: The Legend of Shullheep 


‘Must have itt harder” said Zich, and then e gufawed. 
Ταὶς marched of tothe south in a hut 
‘We fllowed, with Zilch looking at Tani every once in a while 

and saying, “harder” and then laughing. Tanc ignored him and kept marching. 
"So how did you doit” | asked Ravenblood. 


“Right spell he sad. “You nee to use DES EW. Only that spell works property against 
undead. 


{pulled out the runes and made sur I ad them ready incase we an aginst anater one 
of the things. 

*So what about Zilch” 

“Thal sword we found was a veal sword. The only weapon that hurts undead” 

1 ws il mailing this over when we came tothe te. twas a great, gartd thing 

We passed it an strted tebhing across swamp, and οἱ that point | happened Yo lok over 
ry shoulder 

The ve was fllowing ws. 

A ist, eto remember how mach οἷς had drunk that dy. Then ook back again, 

The tee wos defintely folowing us. 

“Uh, Ravenblood. Take a ook behind us and tell me if you see anything strange” 

He looked over his shoukie and then stopped. 

Atter looking tthe te fra moment he stated running away rom i 

Ἠ rapidly ouistanced Zilch and Tan 

“Run, you fol! Tree gorgon!” We all sprinted. finally stopping on the steps ofa temple, total. 
ἐν winded. 

"What gasped out Tan. “Ia te gogon”: 

“Nasty busines, thats what tre gonzon i" Ravenblood sak “Does great amounts of 
damage with ts branches. Not worth fighting if you can run away” 

1 at eat felt that way about most everthing we had met. 

Inside the temple we grabbed everyting that wasn nailed down in the same heroic way 
that we stole everything we ran across. 

“Then it was back to the shops for another round οἱ trading. We came back uly equipped the 
net day, ied another group of misty undead, are nepotisteda rather complex group of moving 
pits 

‘And then we found the key, but unfortunately it was guarded by a phantom shop keeper. 

“The ghost stood in front of his trang table. On his sde ofthe able was the key we needed. 
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| 
So what do we ὦ now Tani ahd 
“Take the key,” | said. “You're the fighter 
“nic made a lunge fo te hey and bew 
South for tht μαι 
thought about it fora see 


“Trade with him. 
| pulled out a gold coin and dropped it onthe table. The phantom slid the key over 
The phantom let outa deep haunting laugh as he faded out. 

“What are you laughing al” I snapped. 

1 would have taken a coppe 


ees 
Objectives: Navigate through the cemetery and tree gorgon areas, visit the 
‘magick shop, acquire necessary keys, avoid moving pt traps, defeat the mum- 
mies and spectres, acquire armor and gems, get the last clan key piece. 
Scr Mars 6 ano 7 we ext Two Paces 

‘The focus of this quest I to recover tho last clan key piece, but frst you'l want 
‘to make a rum to the magick shop, Keep on the lookout for any wandering | 
‘monsters, then move directly west and grab the vorpal btade at 6A. Proceed into ἢ 
the cometery and get the serpont staf, but be very careful not to walk directly | 
Jn front ofthe nearby crypt with the statue at δῦ, or the one inthe center of the 
Cemetery to the southwest ofthe statue, Doing o releases an angry spirit that 
1s immune to most attacks, so tread carefully south and west tothe next area. 
Pick up the fire bomb and the spirit cap on the way and save them to sell later, 

From here, get through the haunted forest as fast as possible by running south 
‘uti you meet an evil tree, then turn east and trudge directly through the swamp 
to reach the temple. These trees are tough and yield only ἃ pile of wood once 
kelled, so if you realty need the fighting experience you can attack them, but its 
not recommended due tothe ugly damage they init. Once inside the temple rest 
‘and get the hidden items revealed by pressing a switch at GL. Te covered pits on 
‘the southernmost side ofthe room are sate to tread on, so cross these, move to 
| the northeast edge of the room you are now in, and stand here momentarily to 
| activate the scout map. Monitor the mobile pits In the next room, and when it 
{appears safe, move quickly across and north out ofthe temple. 
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‘Quest 5 (owt) ςς 
{nthe fice fountains outside the magick shop ae two gold coins and yet another fre 
‘bomb, o get these and enter the shop. At ast you can sll the fire bombs, spit cap, and 


‘man weapon shop. Also, buy an emerald orb (+30 mana) and ἃ staff of NETA (+25 mana) | 
‘to help eliminate mana shortages, as well as for thelr nice healing functions that require 
‘no charges trom the staff and transfer the character's mana directty into health points in 
“one step — no more fumbling for potions in battle. Consult the shop guides in the previ- 
‘ous chapter to find the best deals on quality armor and weapons, and make runs to the 
various shops to outfit the party property for a change. The wall at 666 disappears when 
approached from the south, allowing passage back to other areas and completety ellmi- 
nating the need to cross the cemetery and haunted forest. 

Once the party ts well equipped and healed, go back to the temple via the magick 
‘shop and cross the room toward the haunted forest. Wield the serpent staff and prepare 
DES EW spells, or spend time to practice betore taking the stairs down. Here you face two 
Or three wraiths, and it is better | ‘them now while you can escape up the stairs to 


Droblem, s0 check the map and collect all the tems, especially the hidden chest. // 


2 


‘Dungeon Master IT: The Legend of Stulheey 


‘ow to finish the temple. Stand at the southeast edge of the covered pit 
room, and cast OH IR ROS, or use the magickal box since you can't sell it. 
‘Activate the scout map to monitor the pits, have the fire key in hand on the view 
‘screen, and make a mad dash for GN with the keyboard arrow keys to place the 
‘key in the lock, If you're lucky, you can sidestep, open the door, and enter before 
‘pit reaches you, but don't be surprised If you don’t make It. Hence, the reason 
‘or cleaning out the wights first: at least one fal is almost guaranteed, Heal up 
δου each fall. Once inside the Fire door, make another mad dash down the hall, 
‘open the unlocked door, get inside, grab Fury from the niche behind the tapes- 
‘ry, and wield the sword to fry the encroaching mummies with its fireballs. Or, 
take the casual approach by releasing the mummies one at a time and baking 
‘them with spel irebalts, Either way, get all the items from the niche and pro- 
pare for yet another mad dash to open the Air door. By now the Accelerate spell 
might have worn of, so cast another. Use the same method you used with the 
Fire key to place the Al key in the lack. Once Inside the Air door, you'l find onty 
ἃ bartering table that spins the last clan key away from you no mattor how fast 
you move or from what direction you sneak up on It. Simply place any coin on 
‘th table, and a ghostly shopkeeper barters the key to you, Them leave to barter 

with the regular shops once more, and go slay some 
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BR men ee rere ae «Θϑὲ 


Quest 6 


{can tell you are getting abit bored with my narative. Let me be kind and allow you to just look 
through my journal notes while | take the time to eat abit and maybe have a spot ofa. I will 
tell you in afew moments about the bt that didnt make it inl the journal: when we finally 


met Dr 


EE ‘Quest 6 

Objectives: Enter the castle, solve a gate puzzie, use the minion map, defeat the | 

|, Vexirk, play with the cauldron, use the minion map again, remove the tech eyes, | 

|| gather items, solve a door puzzle to reach the bolier room. 

| (Murs: 8, 9, 10 ao 11 i 

| sring your nest equipment andthe four clan key pleces tothe keep entrance | 

‘and open the door. Save the game now and often because many of these puz- | 

‘les offer no escape until they are solved. Once you are inside the door, It will | 
} 


th, 


lose and lock behind you. Ahead of you isa skeleton on ἃ floor trigger as ἃ 
‘Warning, Step forward on the trigger, then quickly step back to avoid the 

|, oncoming firebals, This only happens once. The tech eye is decoration and | 
watches passively, so being invisible won't help. Once the fireballs have passed, | 
‘move into the alcove at δὲ and turn north to faco the gates. Two wall buttons are | 
visible to the feft and right. Press the left one first, then the right as quickly as | 
Possible. Thon keep running forward and bounce off the gates until they open | 
‘one after another. This method only gets you past two of the three gates, but no 
‘amount of experimenting will open ail three at once, due to the time between | 
‘rossing the switch and the actual opening of the gate. After reaching the third | 
‘gato, face south. The gates will stay open as you approach them from the north, 
‘Stand beside tho tech eye facing south, cast Accelerate, and make sure the 

|, mouse pointor is centered on the wall button directly ahead, Step forward and | 
| press the button, then run backward as fast as possible before the gates close. 
‘After clearing the third gate, get the gold key in the niche and walk — slowly — ἢ 
| back through the gates to unlock the keep entrance door. Stepping Into the but- | 
| ton alcove again closes all the gates. To provent having to deal with the gates | 
again, move into the alcove one of the tll braziers, which won't trip the floor 
Kluger and blocks entry. ) 
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(Gilet crt meri via ea) 
| Go down the ladder nearby to grab the two fire bombs. Now you yet to try out | 
| your new minion map. Climb back up the ladder, and step over to the square 
where the Tempest sword is lying in the center of a ring of pits. Activate the | 
‘map, place an “X" on the spot where the sword Is, and walk back out near the 
stairs. With the map still active, select the icon that depicts the minion moving 
‘away from the “X," and the minion will bring the sword to you. Otherwise, pick- 
Ing up Tempest opens a pit nearby which prevents normal escape with It. ] 
Up the stairs in Map 9 await the Vexirk. Rest, practice, leave to barter, eat, or 
whatever is necessary to be at full strength before pulling the rope to call a 
‘Vexirk to open the gate. Once inside, de nothing to provoke them, including pick- 
ing up items from the niches. Enter the smatier room to the west and stand 
patiently on the north side until the litle rodents wander Into the main room, 
| When the smaiter room is empty, start casting or activating as many Guard 
| Minions as possible in the room, the mare powerful the better, Assuming the 
| room is still without Vexirk, go back to where you stood previously and get 
| 


| some steep tor mana and more minions, because when the fireworks stat, the 
‘outer gate closes. Avoid the Vexirk with the staff at all costs because Its burst 

of three firebatts can kill Champions quickly. Move around behind your mintons | 
| 10 spread out their attacks, replace destroyed minions as necessary, and soon 

| ΔΝ the Vexirk wilt perish. | 
i Now you get to play with the Vexirk cauldron. First, grab the Rumen staff | 
‘and put it inthe Mumen cauldron. Poof, i's recharged, making it the most valu- | 
able weapon by far, not to mention the +40 mana it provides. Next, get ail the 6 
Roms from the surrounding niches, and place them in the pot as well. Poot, poot ἢ 
τι you've made two more items: a serpent staff and the sword Blue Stesle. | 
‘Serpent staves, as the scroll directs, require a normal staff and a mana blos- | 
| som. You can make as many of these as you have the supplies for. The Blue | 
᾿ Steele used up the meteor metal sword blank, a red gem, a gold coin, and a 

᾿ spirit cap. Unfortunately, only one meteor metal is available. 
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‘With the Mumen staff, both the gate and the door open up. Beyond the door ἐς a 
Dressure plate that very brietty opens the next door. Fortunately, this tigger responds 
{o items dropped on Rt Break out the minion map again, stand onthe plate, and set an 
“ere. Walk aver tothe closed door, drop any item lke ἃ coin that won't be missed, 
‘and select the map icon depicting ἃ minion moving toward the “χ᾽. The minion then 
‘ops the item on the plat, allowing you to sip inside the door before it closes. 
Inside Is button on the door to open it permanently, assuming the Item remains on 
the pressure plate. 

‘The hall withthe tech eyes s a deadly place indeed, because while the eyes are 
active, numerous huge frebalts wind thelr way down to incinerate everything in their 
‘ath, 80 the simple solution ἐς to disarm the tech eyes. Activate the scout map, and 
‘select the ROS entiancement to reveal false walls. The closest one at 108 also has a 
‘small, barely noticeable switch nearby that removes an otherwise sold wall section 
tallow access to yet another eye. Down the fireball hall is the second false wall, 
‘which leads to other small areas with more false walls and access tothe other two | 
‘tech eyes from bebind, as well a to ἃ niche containing a helm. Once the cover plates 
and eyes are removed, the fireball halls safe to travel to the next section. | 

|n this open area you'l ind a fountain, a niche with ὃ large gear and the Eye of | 
‘Time, and even more false walls behind which are many niches with armor tems and 
ὁ feloport pad. Take this opportunity to port back to tow and sell the items you don't | 
‘ned. you have the extra cash, buy a vacuum fuse and four large gears from the | 
‘axeman weapon shop — they will come in very handy soon. Port back, and walk up 
{to the door near the niche. This is the fist in a series of four doors that all require ἃ 
large gear to open. Normally with the one gear provided in the nice you have to put 
{nthe gear, open the door, take the gear out, and move on to the next door before it 
loses and a pit opens beneath you. Bringing extra gears and keeping them “wielded” | 
{or quick movement saves time and leaves te doors unlocked incase you need ἐ | 
‘travel through again. The lacider dowm in this area ἐς the way back up if you should 6 
happen to fall ina pit on the way. And if you lst the single gear doing so, another 
‘one appears in the niche to et you try again. Beyond the doors lies the beginning of 
\ the next quest, the boler room. 
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Shullkeey 


“i (Quest 7 τῶν 
Objectives: Dascend tothe cate catacombs, defeat various nasties, τοῦηονο the Earth 
key, save the rockies, get lots of gems and weapons, return to the boler room. ] 
See Mars: 11, 12, 13.000 14 
Within the botler room, an enemy attack minion and an enemy guard minion walt to | 
‘annoy you with lightning bots. Dispatch them, and close the blue minion portals with ἢ} 
10 20 Get the Earth key from the niche and place it in the proper keyhole in the 
alcove, then press the button around the cornet. This action unlocks the door at 118] 
|, ut aso opens a pit under the Keyhole, inte wich the key ἰς elected and falls two lev | 
| es down. | 
| would be unas Yo follow due tothe damage Inalved, o youl have to take 
the “scenic” tour down because the same key opens a second door beyond the one 
ou Just unlocked. Grab the large gear and pil Bat levers inthe room to the doven 
position to lower the ladder and activate the boiler, but don't worry about the boller 
‘ot working because you't have to fre It up from below. Heal up, port to tow at the 
teleporter to set the port destination to here, and prepare to enter the catacombs. 
‘Wear the ladder down, an enemy guard minion stands watch over the furnace that 
fuels the boiler, so dispatch It. Consult the maps to find the exit back outside the keep 
‘on this tev, and go there by pushing one or all ofthe huge boulders into the pits, 
| sealing them. Terrorze the bats if you like, Once the way outside is oponed, you can 
come and go through it as you please. ignore the many pyro lying about; for now you 
have no use for thent. Then use the tadder nearby and descend to Map 13, but 
remember tis ls ἃ one-way tp down. Ones on Mop 13, consul the maps again t | 
| you wish to fight numerous creatures for weapons and retrieve blue goms from the 
| volcanic depths, head east and then north Otherwise, heal up and prpare to face Dru 
Ton to the west and north. 
There are two methods forking Oru Tan, both of which are dangerous. But he must be 
klled because he caries the Blood key, wich isthe key to your freedom from the cata 
combs, ἃς wel 26 that ofthe rocks. He cannot be pushed or cajoled Into the pits in 
the area, so you'l have to (2) Kil him outright which is a dangerous and frustrating 
‘task or (b lre him into his own trap and escape it while he becomes trapped and des. 
Ζ 


Z we secon choice i the easiest (and mest entertaining) οἱ he to, bat inotves Ἂν 
speed and knowledge of the trap. Study the map, and notice the allay Inthe north 
ester section ofthe ru Tan area with tw doors near each end, Evade Dr Tan, open 
and ener the door at 13R but don't bother to close it since Mk. Tan can rip through it. 
“lustinsie isa spiked wall thet moves west whon triggered by a pressure plate at 121. 
Stand beside the plate without stepping oni Tum to face the spked wal, and as soon ς 

2 Dru Ton enters the rap, quickly ur west and move all the way tothe end, setting. 
the trap in motion. Hopeful, Oris caught In here a wel, but at the end ofthe hall ἃ 
large button on the wall nea the floor at 130 opens the door fo the let allowing you to 
‘escape, This button opens the door only ance, so when you are outside the door, turn 
‘nd cose it behind you all oes wel, Dr Tan gets forced dow the hall nd batter 
by the wall uti he dies because the door wil not open a second time trom within. He 
[ can stl cas poisons through the gate, o lther get ot of te βαρ οἱ ἥτ rset ἃ 

| rofetion Ποιά outside the door and stand behind tt watch hs ath, Dace 
tne es, open the second door from the ease, go back tothe frst door and pul the 


‘ru Tan's fata. W Dru manages to get out ofthe trap before itis set in motion, tan you'll 
have to il hm the old tasbioned way. ι ψ 

Now walk around the area and calect al the green gems, διε emerald atin the eh, 
and the Earth key betore freetng te rockes, You may also go back tothe easton this 
{evel and fight monsters for weapons and gems as previously mentioned, but this fs not 
ναι to the quest. Unlock the Blood door at 130 and lt the rockles wander cut. As soon 
ἃς the way ἐς reasonably clear, enter their prisan and press the batton ini taming on 
ler eld ery. Ty wl go ow ad eras yu oe ae The oe 
porter sends you back up near the furnace at 12EE, where the rockies ae: 
Ι νι τονγή ηρπεθε και ποεῖν consign gape 
‘ofthe minion by setting your own guard minlons to alter sic, allowing to: 
‘continue tassing fel into the fre, Rockies aren’t too bright and might toss pyos at you 
while atthe same time greeting you with open hand gestures, so take pty on the iy 
‘minds and let them da the work Maneuver around them fo climb the boiler room ladder 
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Quest 


V Ors 

Objectives: Optionally navigate the imp maze for armas, disarm the pit trap, deal with 66 

archer guards, got lots of slayer arrows, acquire the master key, solve a locked door maze 

to reach the pump room. | 
56 Mars: 15,16, 17m 18 on res 228 νὼ 225, 

‘The bolle is sti idle, so hed the avice ofthe sign and beoin the climb up into the keep 

by uniocking the second Earth door at 11R. Close the blue portals with LO Z0 again if you 

wish, but every te you change levels they retum anya. Inside, an eneny attack min- 

on buzzes about, so dispatch ts usual. 

| Option: The ladder down at 150 iad to the bmp maze with tech armors ying 

| around, but his aso ts nt wt o completig the est. you wish, prepare a powerful 

fireball etore going down, and as quickly as possible fire it down the fong conor that 

‘ead south to slay the imp efor thas ἃ chance to do any misciet. Grab the tech boots 

‘and press the button at 168, casing ofthe hall and opening the way to anathe room. 

Enter and get the tech plate then press the button facing south at 160 which activates a 

reflector and opens yet another passage out. 

‘Press the ater button to toggle the frebols that the inp meant for you. Move through 

the reflector and follow this passage toa teleport fel which sends you back to the lad 

dor trom whence you came. A new passage west and south Is now open, so follow ft 

| around to grab the lst tem in the maz, the tec poleyn at 168. Then head back tothe 

| td Note you dint manage fo Kl hemp right away, then don't bother. This mazo 

| etongs to that imp, making very dticut to got any of the tems. Once back on Map 15, 

reaching the ladder up requires solving apt trap puzzle Neer the niche containing ἃ 

scout map at 15H is alder down anda pressure plate, beyond which ἥδ an open pit. | 

‘The plate activates 20 balls, which open and close the pit αἱ great speed. The hard way to | 

‘ross tis to cast quickness and try to ime the losing so as to get acros betore i opens ἢ 

again, This method proves very time-, energy, and health-consuming, as well as trstrat- | 

ng, but itis possible The ladder provides away back up should you fal i. The easy 

method i hinted a with the scout map provided: Activate the map, selec the DAN 

| αὐλάκι ὦ τοῦ δὲ etre he atta St bison sc sad on 

| 

] 


] 
] 
| 


late. The 20 balls start fying and toggling the pit. Now send the scout minion across the 
Bit toblock the 20 bails by clicking on that spt onthe map display. The rick sto block 
‘hom wth the pit closed, ot you fail onthe first, simply move the inion awry and | 
tty again. Once the pit is closed safely, cross it and pull the ever to keep the pit closed for | 
‘ood. Heal and tke the adder up to Bap 17. yy 
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‘This open area has dangerous archer φυγάς, which lark about and regenerate 
‘occasionally, anda strange floating chest. The guards wl take the man slayer arows 
from the two niches at 17. and 17S to ἥτε at you, so ran and grab them ist. 
| The chest in the centr οἱ the room wil produce a vacuum fuse if you Kilt it with 
fireballs, but soem to know your intentions and evades skit, moving 2s far rom you 
ἃς possible as you chase it about. Hence, the purpose of buying ἃ fuse from the axeman 
‘weapon shop to save you the trouble of running down the chest and killngH with fireballs. 
‘The smal, unlocked, room tothe north, with pressure plates that release freballs, was 
‘probably meant to bring down the chest, but tis method ends upkillng more party met 
bors than anything, Ether way, there are two doors that require uniocking inthis larg area, 
‘The ono tothe far west, 17, takes a vacuum fuse, which opens a smal oom containing a 
‘master Key and toms in niches behind fase walls, Mere you wl also notice a rated ladder, 
‘which the master key won't unlock, 

‘The othr locked door at 17F requires both a large gear and the master key to open. A 
targa goat is provided in ἃ niche tothe southwest, It you dont have any extras. Past this 
‘dor Isa corridor that leads toa lever puzzle, and past that ἃ door requiring the master Koy | 
‘again, $0 gett from the lock at 17. 

‘After going through the door, you wl find yourself at Map 18 facing a lendish looking 
puzle. But what first appears 2s ἃ complicated and frustrating trial-and-error ράσο bs 
‘actually deceptively simple: The scout map onthe floor here adds to the mystery, implying 
that it must be used when actualy it is't necessary. Go to each of the levers toggle each 
at east ἃ coupe of times, and leave ther alin the up poston. Tis opens ll the doors 
nocessary to reach the pump room. On the way, abuse the large harels with spells or 
‘weapons to break them open and retrieve the toms within. The scout map does come μὴ 
handy to navigate the twisting passages, but the minion need not be activated. The raised 
ladder at 18H, lowered with the nearby lever, leads down to the frball hall area near the 
‘Nuren Sof you need to recharge the Namen staf do so now and return. After oqung 
δι, να tems from the barrels, open the pump room door at 180 wit the master key. Inside 
‘her are several menial tasks to perform: Dispaich the wating enemy minions i there are 
‘any, pace ἃ vacttum fuse in the appropiate siot δὲ 186 lower the ladder tothe boiler room, 
activate the pumps by pulling the nearby levers and grab the Cross key trom the niche 

‘Don't forget to retrieve the master ky, for, as its name implies, is used several times. 

tt necessary, go dav the ladder tothe boiler room and pot back to tow to barter 
and obtain suppies. Then take the keys back ot othe room wilh the ralsed ἰράδον at 

170, ad use the Gross key to lower it, completing this quest. On two more to 99. 
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Quest 9 


Qeesr 8 \ 
Objectives: Use the cross key to go up, blow up tables, negotiate a maze with 
rams that push you into pits, reach the valve room, solve the reflector puzzie, 
‘acquire lots of items forthe last battle. 
See Mus: 19 90 20 oy res 228 m0 229 

‘Up the ladder Is ἃ room ful of regutar tables. As usual, there Is an easy way and 
ἃ hard way to get past: You can skilfully maneuver them around like ἃ sliding 
‘number puzzle, which takes much time and patience but ἐς possible, or simply 
destroy them. Move one table infront of the ladder, stand back near the window, 
‘and splinter it with fireballs by detonating them on the wall directly behind it, 
Easier stil is the hack-and-slash method with weapons. 

oxt is a truly frustrating puzzle with no easy solution: rams heads moving in | 
and out of the walls, trying to push you Into the many pits, There are several 
| paths through the maze but all require the Accelerate spell and timing, Watch the 
| rams caretuly. You will notice that they tend to move slower when starting to 
‘move out, and again when returning to their starting position in the wall. The 
trick to getting past each of them is waiting until the in-stroke when it ἐς almost 
back to the wall, then running past. if the ram Is extended at any point, even 
starting to move back in, the ram forces you into a pit requiring you to go back 
tup the Gross key ladder and start again, Timing Is essential, and, as previously 
mentioned, there Is no set path or easy method to get by. Survoying the maze 
with a scout minion helps somewhat, but it also gets pushed around a lot. By the 
‘ime you reach the hallway leading to Map 20, the decision ts yours whether to 
brave a couple more rams to reach tables with minions on thom at 19L, ΜΙ, and ἡ, 
‘but “no” comes to mind. in the next room, which is on Map 20, are two mobile 
{cleport fies. Depending on where you are wtien one hits you, you will be 
|| moved to nearby positions, usually where you don’t really want to yo. One of the 
| felis places you facing a pit, so if you happened to be moving forward after the 
teleport, you fall in — requiring you to navigate the ram maze yet again. The 
honorable soliton isto tread carefully by monitoring the fields with a map and 
Avoiding them to get where you need to go. 
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“The dishonorable (but more entertaining) solution is to again monitor them 
‘with ἃ map, and run quickly from the entrance hall north into the reflector room 
‘where you can push the reflectors out and block the teleport fields. This will rap 
both of them into a corner since, they can't teleport or move into a space with 
large obstacle. in order to accomplish this trap, you'll need ail five reflectors, soit 
Is time to solve the reflector puzzle. 

‘Again, there is an honorable and a dishonorable method: the former entails 
‘moving and angling the reflectors about, by hand and with levers, so that when ἃ 
fireball is fired northward with the pressure plate at 20M, it hounces all the way 
‘around the room and strikes its point of origin to remove the pits. This requires 
‘the contor reflector to be moved while the fireball ies around. 

‘As usual, the dishonorable method is much easier. Which it should be, or Ht 
wouldn't he the dishonorable method, now would It? Simply keep the scout map 
active, and play with the levers until the ceater and one of the side reflectors on ἢ 
the other side ofthe pits Is angled to allow you to cast your own fireball north to | 
strike the target with only two reflectors. Once the pits are gone, move the 
reflectors one at a time into the teleporter field room, restricting thelr movement 
‘until you can walk around the edge ofthe room without deating with them at all, 
| Finishing the level now requires only menial tasks. The gate in the reflector room 
| at 200 appears lacked, but in fact yields to 2 few fireballs, allowing entry and 
‘acquisition of quality armar. The door on the other side ofthe teleporter fold room 
οὲ 200 is indeed locked, and opening it requires the scout map, Activate a scout 
‘inion and move it to the space in the center of the four pits nearby. Get a copper 
‘coin and throw it atthe minion. The coin will bounce off the minion and land 
neatly on the pressure plate beneath it, removing three af the pits and unlocking 
the door. 

Inside is more armor and a Fury. Grab the bombs from the niches in the tele- 
port room. 

Lastly, open the valve room door at 20K with the master key, and this time you 
can leave it in the lock. inside, get rid of any enemy minions, turn on the four 
valves, lower the ladder and go to the ladder up at 20P to the east and past the 
reflector room. 

Ns νρσαιος, anes ge bear retreat cy 
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ἣν»: 


Quest 10 


γ΄ Guess 10 

| Objectives: Solve a key puzzle, get refiectors from ἃ store room, position the reflectors, 
activate the devices (which may require a trip back tothe catacombs), enter the 
dimensional portal 


See Mars 21,22 a0 23 on rae 232 100 233, 
‘Moving west on Map 21 beyond the ladder brings you tothe “contol” room, with vari 
us gauges depicting the activity, or lack thereat, of all the devices in the Keep. Don't 
δὲ surprised ifthe boiler i inactive, because by now enemy guard minions have 
‘locked the tumace In the catacombs again. The locked doar at 218 requires the Onyx 
ky to open it. Το the north is the last teleport pad, allowing a trp to the outside for 
‘supplies. Further to the west is ἃ hallway lined with lightning rods, with bursts of 
deadly lightning arcing between them, The situation looks more than a litle grin. 

Activate a map, cast accelerate, and watch the arcs fora pause that allows you to 
‘move through the hal. On the other side at 21K ts a knife switch, which deactivates 
‘the lightning, and an odd circle on the floor. Beyond this circle ἐς ἃ niche containing 
‘wo koys, both of which you need. However, only one ofthese keys is removable al a 
‘me. But, beware! The circle ἐς ἃ trap that, when activated, sucks everything Into It, 
capturing the party in ἃ most unpleasant way. 

Firat, get the Onyx key at 21M. Gat onty the Onyx key: you pick up the Skull key 
‘irs, put ft back and click the pointer directy onthe other one, Take this key tothe 
locked door at 211 and open it.The door stays open only while the key Is inthe lock, 
0 leave it in and enter, 

‘Moving onto Map 22, you wil find thatthe area only has one inhabitant, an enemy 
‘attack minion, that you must kil. Now, you have two choices to activate the crystal —_| 
device, Bet you can’t guess what they are. Well, surprisingly, they are the honorable 
‘way, and the dishonorable way. | 

‘The honorable way requires 5 lot of walking and is the only 100 percent reliable 
‘solution, so t shall be covered first. Before entering the crystal chamber, lower the 
‘nearby ladder at 22A with the lever beside ft, but don't climb down, Go back tothe 
| control room and get the Onyx key from the lock. Take the key back tothe niche, being 
very careful to replace it betore geting the Stal ey. Take the κι key back dawn the 

| ladder to the reflector room, go out into the teleport field room, and cimi the recently 
| towered ladder. Now enter the chamber, move past the central crystal and over tothe 
| locked gate at 21. 
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Z,, Beside the gat sa keybole forthe Skul key. Unlocking i wil activate a nearby 

teleport Ποιά. Enter the field and you find yourset Inside the storage room, seemingly 
{repped. Fortunately the reflectors in te room are angled to allow the destruction of ἃ 
table by fireballs launched eastward. Once the table Is splintered, move the tal braier 
into the space provided and hack the other table to bits. Now, open the gate from the 
Inside and move the reflectors one at atime out into the crystal chamber, 

(n the floor are to round grates which mark the proper postion ofthe two 
reflectors. Now all that remains i to activate the various devices inthe room. These 
devices feed huge amounts of power through the crystal, opening a dimensional portal. 
First, eater the short hallway tothe south of the crystal and pull the knife switch, then 
grab the attack minion on the floor. Next, walk out and pil the other knife switches, 
‘being careful to stand against the wall because puillg the switches releases a con- 
‘stant stream of deal fireballs northward, where the reflectors angle them dirty ito 
‘the orysta. Its safe to walk around the edge of the room tothe last device onthe noth 
‘ide of the room, where the swith is inside an alcove. The fighting rod almed atthe 
‘crystal is powered by the bller far below so ifthe lightning rod doesnt work youl 
have to trudge all the way down tothe catacombs, take out the enemy guard! inion 
blocking the furnace, and throw pyros into the furnace yourself because te rocks 
appear to be mulling about, umbfounded.Trudge all the way back up and throw the 
‘nal switch, sending lightning bots and fireballs at once atthe crystal, which finally 
‘opens the dimensional portal whore Dragth awaits. 

{Now fr the dishonorable method: Forget footing with the skull Key or bollers and 
‘such, simply open the outer door withthe Onyx key, walk straight in, throw al four 
‘witches inthe room, whether they work or not, step inside the short hall south of tho 
_rystal, and tum north to face the crystal. Wiel the almighty Numen staff and fire ἃ 
burst of three small fireballs a i, then quleky turnaround to watch with childish 
Drie as the portal opens for you. Apparently the condition for opening the porta ἐς. 
having all he knife switches pulled down and three soparate spl attacks strike the 
crystal a once, because you can go tothe trouble of setting up the reflectors and 
fireballs, then simply hit the crystal witha cast lightning bolt rather than fooling with 
the boiler. The tight burst of thre fireballs trom the Namen staft is enough to satisty 
this condition. 

Optional: The ladder up in the crystal chamber leads tothe rooftop, where several 
archer guards are breathlessly anticipating your atval Avold satisfying their base 
Urges by not going up there at al, or slay thom for sport and close the bive minion 
\ portal opposite the ladder to prevent more fram entering, 
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Ato Map 22 (H) 
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‘Well now, bet you are waiting with bated breath to find out about how we fought Drago. 
‘Well willl you all about it. Ec would you mind paying the Barkeep for that therm demon seat 
| think dropped my change purse in the privy. 


Death to Dragoth 


Bh ΣΕ ΡΝ Ν 
οἴω. 

“Like it sid, spinning mey mew stain ἃ short overhead ar. 

“Oh, spr, nothing worse than a wizard with an tem-induced go problem” mumbled 
Ravenblood. 


“Point that thing somewhere els.” he sak. shoving the end of my ine new staff aside “Iam 
‘oing to have to remain unscorched if we are going to pl this of” 

| reluctantly stood the tal upright. 

“Now.” he asked Tan. “What the plant” 

“anic apprised the dimesional if. 

Ἵ guess we go through to Dregoth’s domain and fight him to the death. His or ours” 

Ravenblood stared at the portal fora long moment 

“Well, guess you won't be needing me, then. So just be tong of.” he tured and ran 
ety into Zichs massive chest. Hl tumed back rapidly and took a couple of im steps toward 
the portal 

“Through the portal itis then.” he finshed. 

‘We stepped through the portal. 

‘The word of Dagoth was a forbidding place. Smells of τοὶ and comuption filed the dank ait 
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and the darkness crept in around the edges ofthe night, heavy enough t almost scrape our skin, 
‘Condensation immediately formed on our boots and equipment, beading and running downward 
in blak rivulet. 


“Well it might not be a bad place to live, but I wouldn't want fo vacation here,” muttered 
Ravenblood. 

“Thats the bad part ofthis adventuring buisness — all the travel” I replied. 

‘We were standing on a blue doud pathway. Ravenblood took out the soul map, looked in 
all directions, and finally flipped a sliver pice. 


“The signs say go south reported to Tani 

“Signs! What kind οἴ signi tht! You flipped a body con” 

“Aad it ame up tas. Acer injunction from the gosto go south" 

‘Aad 0 we marched south, nally coming to a moving walkway leading toa pare 

ooked atthe walkway. 

“Otay, we jump” said Tan 

Hooked atthe ae the walkway was moving. 

“No, you jump. Tha hing is moving way te fist for me” Isa. Then !owered my voice a 
LiL“ get motion sickness, you know.” 

Tanic looked at me with a mast lint in his ee. considered showing him the wrong en of 
my new sa but thought beter of Instead cast accelerate on the whole unit. Then we rocket 
αὐ forward onl the pathway. 

‘That was when the minons attacked. 

blew ome out ofthe sky with my new sa 

“Love ths staf | bellowed, sighting in on another of our lying attackers. Rvenblood 
reached up and knocked the staf aside before I fed. 

“Save it” he said. “We don’t ned to hassle with these things. Save you power for Dragoth.” 

{realy wanted to have the oy of basting anther of the minions to dst but had to agree 
with i 

‘We she onto the parapet. in the distance we could se the hulking demonic frm of 
Dragoth stalking about. with another section of moving walkway lading to him. 

δὲν mug” sid Tanic. 

“Yea. But he probly has a great personality” said. 

‘We negotiated the second moving walkway, finilly coming face to face with Dragth. 1 
immediately fed the Numen staf tut he dodged out of the way and hued ἃ fb ack at 
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“Rum if” shouted Tanic, and we αἱ cuted to the lf the corona ofthe fireball jus singing 
the edge of Ravenbloods robes. 
“Big feb. This might bea bit ificul I said. 

“Altack Minions. Let hit him with the Attack Minions” 

Ravenbiood and I beth stated releasing Attack Minions, which swept forward to attack the 
hulking demon. 

Dragoth, bellowing with rage, swated a the minions ad started marching foward us 

You know, a drink would go down well about now.” I said to Ravenbloo. 

‘With my ine new staf appureity unable ot the unoly create, was more tha itl 
nervous 

“Tanic and Zich, whe had grown into passable spel-castes over the couse of cur adventure, 
fred of their much mote limited aay of Attack Minions. Te minions joined ours in harassing 
DDragoth. Ravenblood and I walched the performance ofthe minions careful for a moment, then 
save each othe high ives and started to whoop. 

“What's all the noise about” Tanic hissed in annoyance over his shoulder. 

“Wtsall over but te fattened lamb beating. Tan. Look αἱ tht fine healthy color on our min- 
{ons. Look αἱ the way the demon i bleeding. The power balance is good enough. All we hve 10 
dois —" well an right to avoid lightning bot” — keep avoiding his attacks fra few more 
minutes” 

Tanic el lent and looked upset. 

“THis jut won't doa all” he said afer moment. 

“What won't dot” asked Ravenblood. 

“This isnt an honorable way to il him. We need to get in there and mixup a bit 

“Surely you can't be even lightly serious. A body could get ut that way.” 

“Lam serious. This is no fit end fo an epic. What wal the storytellers say! ‘And atthe en of 
their great quest afer many hard adventures and brillant bates, they summoned magickal min: 
{ons to pick Dragth apart while hey ran off oa τοῖς distance and dd ther nae” 

“Bravo” I shouted, taking one ofthe last swigs of αἷς in my wateskin. 

No, just won't do. We must kl him with steel” 

τουῖν mad. We don't even know if tel would ave amy eect on him,” took a step back 
and pointed the Numen staff at him. Ravenbood readied ἃ rane sequence and ined it up with 
“Tanic. ‘Don't make me subdue you” 
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Zh cleared his throat o speak and I shied the staf ina tight pater between the two of 
‘them. Over ther shoulders could see that Drago was fll taking a pounding. 

“Un, pardon me” Zich sid. "But empirical reasoning would seem to indcate that the probabii- 
ty of atleast the vorpal blade being able to inflict damage on Dragth approaches unity. While am 
making this assessment based on anecdotal evidence. the sheer mass of the data would seem to lend 
ἃ stong weight to our being able to damage him" 

He cleared his twat again, 

My jaw dropped. 

|ooked at Ravenblood and he at me. But we were obviously licked from the tind word on. It 
‘wasn't the argument so mach as the fact that he had made if. Imagine if your dog managed to bark 
out the runic syllables fora complex magick spel and blew up your cat. You would be too amazed 
to doamything but numbly sweep up the ashes and take a long dink. That ἐς much the way we fl 

‘So lowered the staf, Ravenblood dropped his runes back in his bog. and we just node! mute- 
ἐν Tanic smiled great grin and pulled ot his bade, tuming to face Drago. 

“Charge” he yelled, and we ran forward. 

‘We sidestepped a irebul on the way in and closed to shooting range with him. 

‘That was when lt got way. 

Dragoth laid down another etl that expt point blank on Zich and Tani. They swung 
onbim. 

‘There san argument, in rtrospec, that maybe the vorpal swerd di a small amount of damage 
to the demon. But. fs, | could not ll 

DDagoth reared buck and fire yet another fireball. This one: like the Last, caught Tanic and Zilch 
full on. Sraming in anguish and smeling of burning τ᾽ they both fel othe ground. a heap of 
smoking cinders 

Ravenblood and I snatched up their remains and backpedled as apy as we cou 

Then asthe stale conties, Ravenblood was too buy bukracking to walch Dragoth. A 
sea lightning bol fred him a few dozen feet away from the great demon. dived for him and cok 
lected his remains. 

ΤῊ eft me carrying the bones of my thre fallen comrades. ying to avoid the grea ramnaging 
demon. And while moments before it looked a four victory were ἃ sue thing wel! willl you 
thal my life was lashing before my ees. 

‘Athi point, was fairy sue I was dead 0! di something that would seem insane tothe 
«casual observer. That woud only be because it was insane. Bones and al | jumped οὔ the ee of 
the ara we were in, headlong into the abyss. 
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el for wil sered like an elemity. My gut wrenchod wih a magical tanston and 
landed back on the for ofthe cyst chambet the ne with the magical pot o Dragos 

word. 

{piled the ast ofthe heating pins out οἱ my pck and quid it Then | stared bck for 
‘he village. On the altar thee I would be able oresuret the remains of my comades 

‘Antal ends the tae of eu αι ἐμοῦ attempt to defeat the demon. Desoyed by νεηναοίες 

Eh, whats that! Oh, wel you really don't want to ear about that Boring 

Wail if you insist, 

{nisa bit embarassing acy 

| went back inf town with the fl ntenton# seat of immedi esting the rest of 
‘he party and going buck ofinsh Dagath. But srchow, on the lng and hot way ter, | decid 
cdi might be a wise move fo gel something along the lines a quick nip fae. 

“There was, however a sight problem. You dont βο nto ἃ bur canying the remains of your 
three dead comrades. And knew, knew, mind you, that if sured them right away they 
‘ould want fo go bck and eat thir revenge immediatly without having the sense tp for 
{pnt or hwo and rest. 

591 needed odo someting wh the bos, ut rely. Being someting ofa radon, | 
toured them on outs of own. Then I went μὴ justo have a quick one 

‘Wail one tinge fo another: meta coupe οἱ ld mates and made a couple of new ones 
and when the pub dosed we all moved fo someones house and. well. am sure you know 
how these things can get out of band 

Soa week llr I went to look fo them and, weil. ul os them. 

“Thao say could find where they were buried. 

| really had the best intentions and fully desired to go back and kill Dragoth, right up to that 
tat where I lot the pty that way. 

(Ob, νεῖ he pasts the pst, ad Tam sure you wal do bet wish you the bs of luck 
and hope my tite ale wal help you on your quest. Unfortunatly {ned to dck out the back. 
‘That man coming inthe doo resembles my landlord and there hasbeen alight mistake in his 
accounting, Somehow he seems to have the impreson tht I owe him money... 
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After entering the dimensional portal, the party is walking on blue clouds 
‘or something to that effect, and stepping off into the vold teleports you outside 
the portal or sometimes to a random location at ground level outside the keep. 
‘The latter destination makes for a long walk back up the keep so it's best to 
void doing so unless leaving the room is imperative. 

‘Activate ἃ scout map and travel south until you reach the moving walkway, | 
Cast accelerate, watch the map, and move across with i, By now, some enemy | 
attack minions are buzzing you. Just ignore them. Another moving walkway 
separates you from the main area where Dragoth is stomping around waiting for 
‘yu. Once you get across, the bate begins. 

‘Sauily, there are no spectacular strategies to defeat Dragoth. Simply drop 
‘Guard Minions and keep an eye on Dragoth to sidestep incoming spelt. He has 
1,500 hit points and only spell attacks do any reat harm to him. W the minions 
are doing a slow job or it Dragoth decides to engage in close combat, fry him 
with point-blank MON firebats or the Numen stat. He Is excellent at avoidance 
30 don’t try the fireballs at ἃ distance of more than one space. And don't bother 
ἀῶ push him off the edge; It won't work. 
| tone or two party members die, leave them dead 2s long as you still have 


| to keep enemy minions inside and go to sleep. it is unknown if Dragoth can 
hheal himself, but it ἐς better to be safe than sorry. Go back in to finish him as 
‘soon as possible, 


᾿ Dy 


(Clases, Explanations OF, 2 
Priest, 2 

Fighter 2 

Ninja, 2 

Wand, 2 


Adventurers: 

Jarod Nightwielder 22 
‘Ail Mon 4 
‘Axes Light Weide ὁ 
Bane Blade Cleaver 8 
Cetus, 10 

Conlin Dawnkespee 12 
gus 14 

Groen Orboe 18 

Het Fav 20 

Ode Alu Kailo, 24 
Saros Shadow Follower 26 


Sabex 


De pete ἩὨ Θ 


Dru Can Quests 
Descition OF, 77 ‘Complete Overview, 188 
Fighting 16 Quest Naraive, 190 
Fupment Best Buys, 47 ‘Quest Walk Though and Maps, 195, 
ἜΑ (Quest 3 Narative, 196 
pas ΠΡ ΤΙ (Qust Walk Through and Maps, 201 
‘Avoldance 126 Separate) 

κὰκ ΑΝ ie (Quest 4 Wilk Through and Maps, 205 
eset ace eee ‘Quest § Narative, 207 
pevlaphaoal {Quest 5 Will Through and Maps, 209 

(Quest ὁ Wall Through and Maps 213 

Sood (Quest 7 Wall Through and Maps 218 
Finding μὴ The Wik 46 (Quest Walk Trough ani Maps, 222 
Shop Prices OF 185 (Quest 9 Walk Trough and Maps, 220 
Level Names, 3 ‘Quest 10 Walk Though and Maps, 230 
Wagickal Maps Resurection, 36 
Explanation OF, 43 
Statistics On, 67 Fe can 
‘Marching Onder 35 Fighting, 207 
Winion Spells 
ack 71 ‘Adkanced Use Of 68 
Canny 75 Priest 51 
Scout 88 Weard 55. 
Rumen Staff beaks 
Description OF, 62 Sates On. 67, 
Getting 214 Finding, 201 
Objects Statistics 
Desctiption Of δὲ Raising Ninja Sls, ἐᾷ 


Shop Pies Of, 184 Rasing Wizard and Clerical Skills, 49 


pee err 


Stating Impotanc, 3 
‘Topping Out In Practice, 50 
Chief 

Dealing With, 201 
Description Of, 88 
Thom Demon 
Description Of, 89 
Fighting, 127 

Tree Gorgon 
Description Of, 90 
Fighting, 207 
Weapons: 

Introduction To, 35. 

Listing Of, 95 

Magical, List Of 59 

‘Shop Prices Of, 183, 
Wolf 

Dealing With, 201 
Description Of, 93 


ys. $19.95 Computer Ganis)Kole Maying 
Can. $29.95 
UK, £1839 Nee 


Fis a emunically rough oad το Dra 
minians and Hendishly complex taps wall to thware ye 
I The Legend 
illkeep ~The Official Advencuree’s Gude. Guided by 
the wildly envertaining advice of Alean, 2 man who has been 
face--face With Dragoth himself, you'll learn absolatcly 
everything you! need for getting to the Zo Tink, defeating Deageth, 
‘nd saving the world, Inside, you'l tnd 
(96) Comprehensive maps, with treasures and traps 
clearly marked 


(96) Complete Item eharts—if i ess, Aran knows 
‘hae fe does and how co get 

O96) Characcer beeakdowns,elling you which partes 
have the right stuff and which don't 

(9) Deraled quest solutions for each purie μη 
Dungeon Master Il 

(98) Shorccutsfor many of the tasks in the game 

(09 Locations of non-player characters, monsters, 
and treasures revealed by annotated maps 


ΔΝ Magic compendiums τὸ help you overcome 
‘every obstacle and monster 


John P. Withers is the author of Bureaw 19: The Official Strategy Guile and Hell: A 
Cyberpunk Vriller [Prima His work hus appeared in numerous computer gaming, 
periodicals, and he is currently an associate editor for Electronic Ceames magazine, 


Platform: UM PC CD: ROM ans compatibles 


= ii 


SECRETS OF THE GAMES™ 
‘An Inprint of Prima Publishing 


